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The Isle of Beauty Introduction 


Introduction 
"Ah, the Isle of Beauty. What a grand adventure we have ahead of us, don't you agree, my dear friends?” said 
Malidrex, speaking to her magic mirror and enchanted tome. 


"Oh joy," muttered The Magus's Mirror, rolling its eyes. "Another journey where | get to show my infinite variety of 
images and be used as a mere tool. How thrilling." 


"And let's not forget about me," added The Book of Eldritch Shadows. "I hold the key to Eldritch knowledge and 
spells, but all | get is a passing glance from our dear friend here." 


Malidrex chuckled, "Now, now, my dear friends, you know | couldn't do it without you. You are the source of my 
magic and spells. Without you, I'd be lost." 


"Ha!" snorted The Magus's Mirror. "Lost? More like found your true place as a bumbling witch who lacks dedication 
to the arcane and takes the easy way out." 


"Ouch," laughed Malidrex. "You are too harsh, my dear mirror. But | must admit, | do take shortcuts when 
necessary. After all, time is of the essence in our quest for the artifact of immortality." 


"Yes, yes, the quest for immortality," muttered The Book of Eldritch Shadows. "I just love being used to find 
something that probably doesn't even exist. How exciting." 


"Now, now," scolded Malidrex. "We shall see who has the last laugh when we return with the artifact in hand. And 
speaking of our journey, are you both ready for the dangers and challenges ahead? From the seductive song of the 
sirens, to the crushing tentacles of the kraken, it will not be an easy feat." 


"Oh, we're ready," said The Magus's Mirror. "Just as long as you don't forget who's really in charge here." 


"Ha! | wouldn't dream of it," said Malidrex with a grin. "Now, let us embark on the adventure of a lifetime and 
discover the secrets of the Isle of Beauty!" 
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Rumor Table (1d20): 


1 The island was created by a powerful 
sorcerer who used magic to bring the 
creatures to life. 


2 The island is the result of a great cataclysm 
that destroyed the land and created new 
forms of life. 


3 The creatures are all that remains of a 
great civilization that once flourished on the 
island. 


4 The island is a_ secret 
conducted by a mad scientist. 


experiment 


5 The island is home to a powerful and 
ancient being that created the creatures as 
servants. 


6 The creatures are the result of a failed 
government experiment to create genetically- 
enhanced soldiers. 


7 The island is a sanctuary for creatures on 
the brink of extinction. 


8 The island is a place where the boundaries 
between different dimensions are _ thin, 
allowing for the coexistence of strange 
creatures. 


9 The island is home to a powerful druidic 
circle that has been using magic to preserve 
and protect the creatures for centuries. 


10 The island is a place where the laws of 
nature do not apply, allowing for the evolution 
of new and strange creatures. 
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11 The creatures are the result of a magical 
accident that fused together different 
animals and plants. 


12 The island was once a bustling port and 
the creatures are the result of ships bringing 
exotic animals from all over the world. 


13 The island is a place where the dead 
come back to life, either as the creatures or 
as their ancestors. 


14 The creatures are the result of a powerful 
curse placed upon the island by a vengeful 
god. 


15 The island is home to a powerful dragon 
that created the creatures as playthings. 


16 The island is the last remaining fragment 
of a world that was destroyed long ago. 


17 The island is a place where magic and 
technology have fused together, creating 
strange new forms of life. 


18 The island is a laboratory for a powerful 
and ancient race of beings, who created the 
creatures as part of their research. 


19 The island is home to a_ powerful 
elemental entity that created the creatures 
to live in harmony with the elements. 


20 The island is a place where the dreams 
and nightmares of the inhabitants have 
become reality, creating the strange 
creatures that inhabit it. 
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Player's Introduction 


"Greetings, brave adventurers. Allow me to introduce 
myself. | am Barnabus Blackheart, a once-successful 
merchant who has fallen upon hard times. You see, | 
have a certain... affliction, a thirst for the forbidden, 
for immortality. And it's led me to the fabled Isle of 
Beauty. I've heard rumors of this mystical island, of 
creatures beyond your wildest dreams and 
nightmares. Succubi, nymphs, sirens, a_kraken, 
fairies, and alluring mermaids, they all call this place 
home. And they say that on the Isle of Beauty lies an 
artifact of untold power, one that can grant me my 
heart's desire: eternal life. But the journey ahead is 
not for the faint of heart. The island is shrouded in 
mystery, and the path to the artifact is fraught with 
danger. The treacherous terrain, the arcane storms 
that surround the island, and the numerous creatures 
that call the Isle of Beauty home, all stand between 
me and my goal. And let me tell you, | have a bit of a 
twisted streak. The thought of immortality excites me, 
but so too does the thought of the women of the Isle 
of Beauty. They say the mermaids are beyond 
compare, their beauty beyond measure. And l, 
Barnabus Blackheart, have a weakness for such 
alluring creatures. So, | offer you a deal. Join me on 
this journey, brave adventurers, and | promise to 
make it worth your while. Help me secure the artifact 
and we'll share in the rewards. But be warned, the 
journey ahead is not for the faint of heart. The waters 
of the Isle of Beauty are treacherous, the creatures 
are dangerous, and the women are not to be trifled 
with. So, what do you say? Are you ready to join me, 
Barnabus Blackheart, on the adventure of a lifetime, 


to the Isle of Beauty?” 


Wandering Monsters 


The GM should roll 1d6 each time a new hex is entered; 
on a 1, roll for (or select) one of the encounters from the 
table below. If adventurers are not moving between 
hexes, roll once every 4 hours instead. The first 
encounter should always be with the Midi the 
Succubus (see her section in the back) 


Roll 2d6 

2 Kraken: A massive sea monster that dwells in 
the depths of the ocean. It is fiercely territorial 
and will attack any vessels that enter its 
territory. 


3 Succubi: Roll a d8 to determine the number of 
succubi encountered. They may be seductive, 
manipulative, or deadly. 


4 Sirens: Roll a d12 to determine the number of 
sirens encountered. Their songs can be 
enchanting, distracting, or deadly. 


5 Tychondrius’ creations: Roll a d8 to determine 
the number of Tychondrius' creations 
encountered. They may be dangerous, 
unpredictable, or chaotic. 


6 Mermaids: Roll a d4 to determine the number of 
mermaids encountered. They may be friendly, 
neutral, or hostile. 


7 Nymphs: Roll a d6 to determine the number of 
nymphs encountered. They may be 
mischievous, deceptive, or dangerous. 


8 Wildflower Fairy: Roll a d10 to determine the 
number of fairies encountered. They may be 
helpful, curious, or mischievous. 


9 Witch's minions: Roll a d6 to determine the 
number of minions encountered. They may 
be fiercely loyal, cunning, or sadistic. 


10 Lost sailors: Roll a d4 to determine the 
number of lost sailors encountered. They may 
be friendly, panicked, or aggressive. 


11 The Arcane Storms - The powerful storms 
that surround the Isle of Beauty can be 
encountered while traveling the waters, 
posing a danger to anyone foolish enough to 
venture too close. 


12 Twisted Witch - Malidrex herself may be 
encountered, seeking to gain the knowledge 
of Tychondrius' life-creation sorcery. She is 
dangerous and unpredictable, and should not 
be underestimated. 
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Island Locations 


Roll 2d20 

Hex Key: 

Hex 3) Shipwreck 
Hex 4) Beachcombers 
Hex 5) Succubus Lair 
Hex 6) Nymph Grove 
Hex 12) Siren Rocks 


Hex 13) Kraken's Den 
Hex 15) Fairy Circle 


Hex 17) The Lost City 
Hex 21) The Mermaids Song 


( 

( 

( 

( 

( 

( 

(Hex 14) Dragon's Mountain 
( 

( 

( 

( 

(Hex 22) Satyr's Revelry 
( 


) 
) 
) 
) 
Hex 16) Mermaid's Lagoon 
) 
) 
) 
) 


Hex 23) Dryad's Defense 


Hex 24) Malidrex Tower* 
Hex 25) Demonic Temple 

Hex 26) Centaur's Battle 

Hex 29) Dragon's Hoard 

Hex 30) Nymphs vs Succubi 


Hex 33) The Haunted Forest 
Hex 38) Haunted Lighthouse 
Hex 39) Giant's Fort 


( 

( 

( 

( 

( 

(Hex 31) The Ruined Temple (above-ground) 
( 

( 

( 

( 

(Hex 40) Treasure Island 
( 


) 
) 
) 
) 
) 
Hex 32) The Cave Lair 
) 
) 
) 
) 
) 


Hex 41) The Enchanted Forest 


(Hex 42) Ruins of the Sorcerers Tower* 


(Hex 47) The Ruined Temple (above-ground) 


(Hex 48) Mermaids Cave* 


Hex 49) Haunted Lighthouse 
Hex 50) Treasure Island 


Hex 51) The Enchanted Forest 


Hex 52) The Kraken's Trench 
Hex 53) The Siren's Temple 


) 
) 
) 
) 
) 
Hex 56) Giant Turtle Beach 
Hex 57) Pirate Hideout 
Hex 58) Giant Squid's Reef 
Hex 59) Mage's Tower 
Hex 66) Mystical Garden 
) 
) 


( 
( 
( 
( 
( 
( 
( 
( 
( 
( 
(Hex 39) The Enchanted Garden 
( 


Hex 40) The Haunted Forest 


*Bold locations are key areas 


Hex Key: 


(Hex 3) Shipwreck: The adventurers find the remains of 
a ship that has been recently wrecked on the shore. 
They can salvage some supplies and equipment, but 
they also find the bodies of the crew, killed by a group 
of mermaids. 


(Hex 4) Beachcombers: The adventurers encounter a 
group of friendly beachcombers who live on the island 
and know its secrets. They can offer information and 
assistance to the adventurers in exchange for help with 
their daily tasks. 


(Hex 5) Succubus Lair: The adventurers find a cave that 
serves as the lair of a succubus, a powerful and 
seductive demon who preys on sailors and travelers. 
She will try to charm and lure the adventurers into her 
trap, but they can also try to defeat her and take her 
treasure. 


(Hex 6) Nymph Grove: The adventurers find a grove of 
ancient trees where a group of nymphs live. These 
beautiful and graceful creatures can be friendly or 
hostile, depending on the adventurers' actions. They 
guard a magical spring that can heal wounds and grant 
immortality, but drinking from it also attracts the 
attention of a powerful dragon. 
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(Hex 12) Siren Rocks: The adventurers encounter a 
group of sirens, dangerous creatures that can lure 
sailors with their enchanting songs. They live on a 
group of rocks near the shore and guard a treasure 
trove of gold and jewels. 


(Hex 13) Kraken's Den: The adventurers find a cave 
that serves as the den of a giant kraken, a monster that 
can drag ships and sailors to their doom. The kraken 
will attack the adventurers, but they can also try to 
defeat it and take its treasure. 


(Hex 14) Dragon's Mountain: The adventurers find a 
mountain where a powerful dragon lives. The dragon 
guards a treasure trove of gold and jewels, but it also 
preys on the island's inhabitants and travelers. The 
adventurers can try to defeat the dragon and take its 
treasure, or they can try to negotiate with it. 


(Hex 15) Fairy Circle: The adventurers find a circle of 
mushrooms where a group of fairies live. These small 
and mischievous creatures can be friendly or hostile, 
depending on the adventurers’ actions. They guard a 
magical portal that leads to another realm, but entering 
it also attracts the attention of a powerful demon. 


(Hex 16) Mermaid's Lagoon: The adventurers find a 
lagoon where a group of mermaids live. These beautiful 
and playful creatures can be friendly or hostile, 
depending on the adventurers’ actions. They guard a 
treasure trove of pearls and shells, but they also lure 
sailors to their doom. 


(Hex 17) The Lost City: The adventurers find the ruins 
of an ancient city that was once inhabited by a powerful 
and advanced civilization. The city is now overrun by 
monsters and traps, but it also contains a treasure trove 
of artifacts and relics. 


(Hex 21) The Mermaids Song: The adventurers come 
across a group of mermaids who are luring sailors to 
their deaths. The mermaids are willing to let the 
adventurers pass if they can solve a riddle. 
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(Hex 22) Satyr's Revelry: The adventurers stumble 
upon a group of satyrs who are having a wild party. The 
satyrs are friendly and offer the adventurers to join their 
party, but the adventurers must be careful not to get too 
drunk or they may be robbed. 


(Hex 23) Dryad's Defense: The adventurers come 
across a group of dryads who are being attacked by a 
group of harpies. The dryads ask the adventurers to 
help them drive off the harpies in exchange for 
information about the location of the artifact. 


(Hex 24) Malidrex Tower: The dilapidated tower of the 
twisted Witch Malidrex. This is where she conducts her 
experiments on the creation of life (see dungeon 
section Malidrex Tower) 


(Hex 25) Demonic Temple: The adventurers find an 
abandoned temple dedicated to a powerful demon. The 
demon's cultists have taken up residence in the temple 
and are performing dark rituals. The adventurers must 
navigate through the temple and defeat the cultists to 
gain information about the artifact. 


(Hex 26) Centaur's Battle: The adventurers come 
across a group of centaurs who are being attacked by a 
group of minotaurs. The centaurs ask the adventurers 
to help them drive off the minotaurs in exchange for 
information about the artifact. 


(Hex 29) Dragon's Hoard: The adventurers find a cave 
lair that is home to a powerful dragon. The dragon is in 
possession of a key that unlocks the location of the 
artifact. The adventurers must defeat the dragon and 
take the key. 


(Hex 30) Nymphs vs Succubi: The adventurers come 
across a group of nymphs who are being attacked by a 
group of succubi. The nymphs ask the adventurers to 
help them drive off the succubi in exchange for 
information about the artifact. 


(Hex 31) The Ruined Temple (above-ground): The 
adventurers come across a ruined temple dedicated to 
a long-forgotten deity. Inside, they find a secret 
chamber containing a powerful magical artifact, 
guarded by the Nymph and her loyal followers. 


(Hex 32) The Cave Lair: The adventurers stumble upon 
a cave system that leads to a lair inhabited by the 
Succubus and her minions. They must navigate through 
traps and obstacles to reach the Succubus and claim 
her treasure. 


(Hex 33) The Haunted Forest: The adventurers enter a 
dark and foreboding forest that is said to be haunted by 
the spirits of the island's past inhabitants. The spirits 
can be helpful and provide valuable information, but 
they can also be dangerous and attack the adventurers. 
The forest also contains a hidden temple that holds 
ancient artifacts and powerful magic. 
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(Hex 38) Haunted Lighthouse: The adventurers come 
across a lighthouse that has been abandoned for years. 
As they explore, they begin to hear strange noises and 
see ghostly apparitions. They soon discover that the 
lighthouse is haunted by the spirits of former lighthouse 
keepers who died in a shipwreck. The spirits will try to 
lure the adventurers to their doom, but the lighthouse 
also holds a secret treasure. 


(Hex 39) Giant's Fort: The adventurers come across a 
large fort made of stone and metal. They soon discover 
that it is the home of a giant who is fiercely protective of 
his territory. The giant will attack the adventurers on 
sight, but if they can defeat him, they will gain access to 
his treasure trove of weapons and armor. 


(Hex 40) Treasure Island: The adventurers come 
across an island that is said to be the location of a 
legendary treasure. As they explore, they will have to 
navigate through traps and puzzles to reach the 
treasure. But they must be careful, as the island is also 
home to a group of pirate ghosts who will stop at 
nothing to protect their treasure. 


(Hex 41) The Enchanted Forest: The adventurers come 
across a dense forest that is said to be enchanted. As 
they explore, they will encounter talking animals, 
mischievous fairies, and other magical creatures. But 
they must also be wary of the forest's guardian, a 
powerful dryad who will defend her home at all cost. 


(Hex 42) Ruins of the Sorcerers Tower: The decayed 
ruins of the tower once used by the master of this 
island. The sorcerer is long dead and his creations fight 
over the ruins of his laboratories (see dungeon section 
Ruins of the Sorcerers Tower) 


(Hex 47) The Ruined Temple (above-ground): The 
adventurers come across a ruined temple dedicated to 
a long-forgotten deity. Inside, they find a _ secret 
chamber containing a powerful magical artifact, 
guarded by the Nymph and her loyal followers. 


(Hex 48) Mermaids Cave: This underwater cave system 
is the home of the Mermaids of this island. The 
Mermaid queen lives here, and this is where their 
treasures are kept (see dungeon section Mermaids 
Cave) 


(Hex 49) Haunted Lighthouse: The adventurers come 
across a lighthouse that has been abandoned for years. 
As they explore, they begin to hear strange noises and 
see ghostly apparitions. They soon discover that the 
lighthouse is haunted by the spirits of former lighthouse 
keepers who died in a shipwreck. The spirits will try to 
lure the adventurers to their doom, but the lighthouse 
also holds a secret treasure. 


(Hex 50) Treasure Island: The adventurers come 
across an island that is said to be the location of a 
legendary treasure. As they explore, they will have to 
navigate through traps and puzzles to reach the 
treasure. But they must be careful, as the island is also 
home to a group of pirate ghosts who will stop at 
nothing to protect their treasure. 


(Hex 51) The Enchanted Garden: The adventurers 
come across a beautiful garden filled with flowers and 
plants that seem to glow in the dark. The garden is said 
to be enchanted by a powerful witch who lives in a 
nearby cottage. The witch can be friendly and willing to 
help the adventurers, but she can also be hostile and 
use the garden's magic to defend herself. 


(Hex 52) The Kraken's Trench : The adventurers come 
across a deep trench that is said to be the home of a 
giant kraken. As they explore, they will have to navigate 
through underwater tunnels and caves to reach the 
kraken's lair. But they must be careful, as the kraken is 
fiercely protective of its territory and will attack anyone 
who enters. 


(Hex 53) The Siren's Temple : The adventurers come 
across a temple that is said to be the home of a group 
of sirens. As they explore, they will encounter intricate 
puzzles and traps that they must navigate to reach the 
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temple's inner sanctum. But they must also be wary of 
the sirens, who will use their enchanting songs to lure 
the adventurers to their doom. 


(Hex 56) Giant Turtle Beach : The adventurers come 
across a beach where a giant turtle resides. The turtle 
is friendly and can offer information about the island 
and its inhabitants, but it also guards a treasure trove of 
pearls and shells. 


(Hex 58) Giant Squid's Reef: The adventurers come 
across a reef that is home to a giant squid. The squid is 
dangerous and will attack the adventurers, but it also 
guards a treasure trove of pearls and shells. 


(Hex 57) Pirate Hideout : The adventurers come across 
a hidden cove that serves as a hideout for a group of 
pirates. The pirates are hostile and will attack the 
adventurers, but they also guard a treasure trove of 
gold and jewels. 


(Hex 59) Mage's Tower: The adventurers come across 
a tall tower that serves as the home of a powerful 
mage. The mage may offer to aid the adventurers in 
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exchange for help with a task, or they may attack them. 
The tower contains a wealth of magical artifacts and 
relics. 


(Hex 66) Mystical Garden: The adventurers come 
across a garden filled with strange and exotic plants. 
The garden is tended by a group of dryads who may 
offer to aid the adventurers or attack them. The garden 
also contains a powerful magical artifact that is guarded 
by a powerful spirit. 


(Hex 39) The Enchanted Garden: The adventurers 
come across a beautiful garden filled with flowers and 
plants that seem to glow in the dark. The garden is said 
to be enchanted by a powerful witch who lives in a 
nearby cottage. The witch can be friendly and willing to 
help the adventurers, but she can also be hostile and 
use the garden's magic to defend herself. 


(Hex 40) The Haunted Forest: The adventurers enter a 
dark and foreboding forest that is said to be haunted by 
the spirits of the island's past inhabitants. The spirits 
can be helpful and provide valuable information, but 
they can also be dangerous and attack the adventurers. 
The forest also contains a hidden temple that holds 
ancient artifacts and powerful magic. 


Malidrex Tower 


Map Area Key 


1. TOWER ENTRANCE 


As you step into the towering chamber, you can feel 
the weight of the magic that permeates the air. You 
see a stone staircase that spirals upwards, leading to 
Area 9, the heart of Malidrex Tower. To the west, a 
large wooden door creaks open, revealing the 
entrance to Area 2. 


The room is bathed in the flickering glow of dozens of 
candles set in the sconces along the walls. You can see 
large vats filled with strange, murky liquids, and half- 
finished creatures floating inside. Some are just bones, 
others are covered in patchwork skin, and still others 
seem to be in a state of grotesque metamorphosis. The 
walls are lined with shelves of books and ingredients, 
including tomes of dark magic, exotic spices, and 
preserved specimens. 


As you explore the room, you will encounter some of 
the twisted experiments of the witch who resides in the 
tower. These creatures will not hesitate to attack, and 
they are immune to normal weapons. You will need to 
use your magic or wit to defeat them. 
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The treasure in this room includes some of the witch's 
magical ingredients and books, as well as coins and 
gems. 


Notes for the Game Master: 


The creatures in the vats are not dead, and they can be 
reanimated if the players are not careful. 


The shelves contain ingredients and books that can be 
used to craft powerful spells, but they are guarded by 
the witch's creations. 


The staircase leading to Area 9 is guarded by a 
powerful magical barrier that can only be opened with a 
key that is hidden in the tower. 


Creatures: 


Patchwork Abomination (AC 15, HD 8, #At 3, Dam 
1d10, Mv 30’, Sv F8, MI 10, XP 500) 


Floating Skeleton (AC 12, HD 4, #At 1, Dam 1d6, Mv 
30', Sv F4, MI 10, XP 200) 


Treasure: 

500 gold coins 

1 potion of healing 

1 scroll of protection from evil 

5 rare spices worth 200 gold each 


1 book of dark magic (value 500 gold) 


2. Experimentation Chamber 


You enter a large, open chamber that is filled with the 
twisted forms of failed experiments. The vats and 
tables are filled with various strange objects and eerie 
instruments. 


The walls are lined with shelves filled with books and 
scrolls documenting the witch's work. You see strange 
creatures in various stages of transformation, some still 
alive and others long dead. The stench of the room is 
overpowering and the air is thick with the scent of 
magic. 


Exits lead to Areas 3, 4, 5, and 1, and the room is 
littered with strange instruments and eerie objects. The 
witch's cauldron sits in the center of the room, 
surrounded by glass containers filled with strange fluids. 
A table in the corner is covered in animal parts and 
strange ingredients, and there are several cages along 
the walls, containing creatures you can't even imagine. 


As you explore the room, you find that the objects and 
instruments seem to be imbued with dark magic, and 
you can feel the energy of the room pulsing around you. 
The witch's experiments are a combination of science 
and magic, and you begin to understand the true nature 
of the evil that inhabits this place. 


Notes for the Game Master: 


The creatures in the cages can be freed by the players, 
but will attack them if they are not careful. 


The witch's cauldron contains a potion that will grant the 
player temporary powers, but will also drive them mad. 


The books and scrolls contain information about the 
witch's experiments, and can be used to solve puzzles 
and defeat the witch. 


Stat Blocks: 


Twisted Experiment: AC 15, HD 2, #At 1, Dam 1d6, Mv 
60 ft., Sv 14, MI 8, XP 50 


Enraged Beast: AC 17, HD 4, #At 2, Dam 2d6, Mv 40 
ft., Sv 12, MI 5, XP 100 


Treasure: 
500 gold pieces 
Magic scroll containing a spell to counter dark magic 


A potion that will cure any disease or ailment. 


3. Stairwell of Experimentation 


As you enter the room, you notice a narrow staircase 
spiraling upward to the left and a door to the right 
leading back to the previous chamber. The air is thick 
with the scent of chemicals and strange fluids run 
down the walls, pooling in small puddles on the floor. 


This stairwell is used as a storage room for the witch's 
experiments. Glass vials filled with glowing liquids and 
strange, writhing creatures are scattered about the 
room. In the corner, you see a workbench covered in 
beakers and burners. The walls are lined with shelves 
filled with jars of mysterious substances, some of which 
are labeled with ominous warnings. 


The witch's creations are not limited to the jars and 
vials. One of her twisted experiments has come to life in 
the form of a mutated rat, which now scurries about the 
room, attacking any who enter. 
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The door to the right is locked, but a clever adventurer 
may be able to find the key or figure out a way to pick 
the lock. The staircase leads to the upper floors of the 
tower, but be warned - the witch's experiments only 
become more twisted and dangerous the higher you go. 


For the Game Master: 


The rat has AC 12, 1 HD, 1 Attack, 1d6 damage, 30 ft 
movement, 15 Save, 0 Morale, and 10 XP. 


The door to the right is locked with a DC 15 Dexterity 
check to unlock. 


Treasure: 


50 gold pieces can be found on one of the shelves, 
along with a potion of healing. 


4. The Witch's Storeroom 


As you step into the room, the musty scent of herbs 
and spices tickles your nose. The walls are lined with 
shelves and cabinets, filled with all manner of 


mysterious ingredients and supplies. A door leads 
back into Area 2. 


The shelves are stacked with glass jars filled with 
strange, glowing liquids and dried leaves and roots. 
Cobwebs cling to the corners and there's a thick layer of 
dust on the floor, but everything appears well- 
organized. The jars are labeled with care, and the 
witch's spidery handwriting is scrawled across the 
labels in black ink. Some of the labels are cryptic and 
difficult to decipher, but others read like recipes for 
potions and unguents. 


As you explore the room, you hear a faint rustling 
sound. Suddenly, a pair of rat-like creatures scuttle out 
from behind a shelf. They're covered in matted fur, and 
their eyes gleam with intelligence. They seem to be 
protecting the room and its contents, and they attack 
anyone who tries to take anything from the shelves. 


The room also contains a small wooden chest in the 
back corner, which is locked with a complex 
mechanism. The mechanism is designed to be 
triggered by the correct combination of ingredients, and 
the combination is hidden among the labels on the jars. 
The chest contains a scroll with a powerful spell, which 
the witch uses in her experiments. 


For the Game Master: 


The rat-like creatures are called "witchers", and they 
have AC 15, 1 HD, 1 attack per round, 1d4 damage, 
move 12, save as fighter, morale 8, and are worth 50 
XP each. 


The lock on the chest can be picked with a successful 
Dexterity check, or the players can try to decipher the 
combination by examining the labels on the jars. 


The true purpose of the room is to store the ingredients 
and supplies for the witch's experiments. The witchers 
were created by the witch as guard animals. 


Treasure: 


The scroll with the powerful spell (value 500 gold 
pieces) 


A pouch of 25 gold pieces 


A potion of healing (restores 2d6 hit points) 


5. Stairwell 


You enter a small room dominated by a staircase 
leading upward to Area 10. The walls are lined with 
shelves filled with strange artifacts, some of which 
seem to glow with an otherworldly light. 


The room is dimly lit, but you can make out the strange 
shapes of the artifacts on the shelves. They seem to be 
made of various materials including glass, metal, and 
stone. Some of the artifacts emit a pulsing light, while 
others are dark and still. The staircase is narrow and 
spirals up into the darkness, the railing is made of a 
polished black stone that feels slippery to the touch. 


The artifacts on the shelves are actually cursed objects 
created by the witch who dwells in Malidrex Tower. 
They are imbued with dark magic and will emit a 
powerful energy field that causes fear and 
hallucinations. Touching any of the objects will trigger 
an alarm and summon a pack of wraiths that guard the 
tower. 


For the Game Master: 


The wraiths have an AC of 15, HD of 3, #At of 1, Dam 
of 1d8, Mv of 15', Sv of F3, MI of 10, and XP of 150 
each. 


The curse objects cannot be removed from the shelves, 
they are attached by magic and will trigger the alarm if 
touched. 


The staircase is a trap, as it will only lead to a dead-end 
and then suddenly collapse, sending the adventurers 
tumbling back down to the bottom. 


There is no treasure in this room. The witch Malidrex 
does not keep her valuables on the stairwell, but the 
artifacts on the shelves may hold some value to 
collectors of the arcane. 
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6. Upper Chamber 


As you ascend the stairs, you find yourself in a dimly 
lit room filled with strange instruments and 
equipment. The walls are adorned with shelves and 
cabinets filled with various potions and strange, 
glowing fluids in bubbling vats and beakers. 


In the center of the room is a large, stone table that 
serves as the main workstation for the twisted witch 
Malidrex. Upon closer inspection, you notice a series of 
intricate diagrams and notes scrawled across the table 
in a chaotic, yet methodical fashion. The air is thick with 
the scent of various chemicals and strange energies. 


There are two doors in the room, one leading down to 
Area 3 and another opening into Area 7. However, 
before you can proceed, you must first deal with the 
twisted creations of the witch. Bizarre, mutated 
creatures lurk in the shadows, their strange forms 
barely recognizable as the animals they once were. 
They seem to be guarding the witch's work, and will not 
hesitate to attack any intruders. 


Notes for Game Master: 


The creatures in the room are twisted creations of the 
witch, mutated beyond recognition. 


The true history of the room reveals that the witch was 
once a brilliant scientist and alchemist who became 
obsessed with unlocking the secrets of life and death. 
Her experiments eventually consumed her, and she 
turned to using magic to further her research. 


Creatures: 


Twisted Mutations (AC 14, HD 2, #At 2, Dam 1d6, Mv 
60', Sv 14, MI 9, XP 120 each) 


Treasure: 
A set of rare, magical ingredients worth 500 gold pieces 
A potion of invincibility, valued at 1000 gold pieces 


A scroll containing a spell of the witch's own creation, 
worth 500 gold pieces to a wizard. 


7. The Alchemic Experimentation Corridor 


As you step into the dimly lit corridor, the scent of 
chemicals and strange fluids fills your nostrils, making 
your eyes water. The walls are lined with shelves 
upon shelves filled with vials of mysterious liquids 
and jars of exotic ingredients, many of which are 
glowing with an otherworldly light. 


A quick scan of the shelves reveals that some of the 
ingredients are toxic and deadly, while others seem to 
be in the process of changing form, shifting from one 
substance to another. The floor is slick with spilled 
liquids, and the walls are stained with splatters of 
various colors. 


Be careful where you step, as the liquids on the floor 
are highly reactive and could cause unexpected 
reactions. In the corner of the room, you see a 
workbench covered in strange tools and apparatus, 
some of which are still active and humming with energy. 


The true purpose of this room was for the twisted witch 
Malidrex to experiment on life, concocting bizarre and 
deadly potions and elixirs to test on any unsuspecting 
travelers who stumbled upon her lair. 


Notes for Game Master 


The liquids on the floor are highly reactive and could 
cause damage to the players if they step in the wrong 
place. Consider rolling a Dexterity check to avoid 
slipping or falling. 


The witch's experiments have resulted in the creation of 
several dangerous creatures, which may still be lurking 
in the room. The Game Master may choose to include 
one or more of these creatures as enemies for the 
players to fight. 


Some of the ingredients on the shelves may be 
valuable or useful to the players, but others may be 
dangerous or cursed. Consider allowing the players to 
make Wisdom checks to identify the safe ingredients. 


Creatures: 


Alchemic Monstrosity: AC 12, HD 3, #At 1, Dam 2d6, 
Mv 30', Sv F2, MI 10, XP 50 


Toxic Sludge: AC 14, HD 2, #At 1, Dam 1d6 + Poison, 
Mv 10', Sv F1, MI 10, XP 25 


Treasure: 


A scroll containing the recipe for a powerful healing 
potion 


A vial of rare and valuable alchemic reagents worth 100 
gold pieces 


A mysterious crystal, glowing with a strange energy, 
worth 500 gold pieces. 
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8. Pit 


As you approach, you see a small ledge overlooking 
a deep pit on the top level. The walls of the pit are 
slick and covered in strange markings. The pit leads 
to "Area 2: Experimentation Chamber". 


10. Malidrex's Personal Chamber 


The room is dimly lit, with only a few flickering torches 
on the wall. The air is heavy with the smell of decay and 
fear. The walls are made of stone and slick with 
moisture, the markings on the walls look like they were 
made by something clawing its way out. 


9. Stairwell of Malidrex Tower 


As you approach the stairs leading down, you can 
see the walls of this small chamber lined with shelves 
filled with strange ingredients and supplies. The air is 
thick with a potent mixture of fumes, making it difficult 
to breathe. 


The shelves are overflowing with a variety of potion 
bottles, jars of pickled specimens, and vials filled with 
glowing liquids. Some of the labels are written in a 
language you don't recognize, while others are simply 
marked with ominous symbols. 


The stairs themselves are made of rickety wooden 
planks, and you can hear the sound of shuffling 
footsteps echoing up from below. The door to Area 7 is 
partially ajar, and you can see faint light filtering through 
the crack. 


Notes for the Game Master: 


The fumes in the room are toxic, and any player who 
fails a Constitution save will suffer from shortness of 
breath and disadvantage on all attack rolls and ability 
checks for 1 minute. 


The shelves are trapped, and any player who tries to 
take an item from them will trigger a poison dart trap. 


There are no monsters or enemies in this room. 
Treasure: 
50 gp worth of assorted potion ingredients 


A rare herb that can be used to create a potion of 
healing 


A scroll of magic-user spells (1st level) 


A potion of water breathing. 


The door creaks open to reveal a dimly lit room, filled 
with strange instruments and equipment. The smell of 
strange chemicals and potions fills the air, and the 
walls are lined with shelves filled with books and 
scrolls documenting the witch's experiments. A large, 
bubbling vat dominates the center of the room, and a 
hooded figure can be seen standing in front of it. 


The room is filled with strange instruments and 
equipment, including an operating table, a set of 
mysterious potions, and various strange plants in pots. 
The walls are lined with shelves filled with books and 
scrolls documenting the witch's work, including strange 
diagrams and experiments with life. 


Malidrex herself is here, her eyes glowing with an 
otherworldly light as she gazes upon the adventurers. 
She will offer to negotiate with the PCs, but her 
intentions are far from pure. If the players agree to her 
quest, she will brew a water breathing potion for them to 
access the underwater caves of the mermaids. If they 
refuse, she will attack them, using her dark magic and 
powerful spells to defeat them and use their bodies in 
her twisted experiments. 


The exit leads down to Area 5, but be warned, the way 
is fraught with danger. The witch's personal chambers 
are guarded by powerful creatures and_ twisted 
creations, designed to protect her secrets. 


Notes for the Game Master: 


Use Malidrex's negotiations to build tension and provide 
a sense of danger to the players. 


The witch's experiments and creations can be used to 
create unique challenges for the players. 


The witch's dark magic and powerful spells should pose 
a significant threat to the players. 


Creatures: 


Malidrex, AC 15, HD 6d8, #At 1, Dam 1d6, Mv 30', Sv 
13, MI 8, XP 1500 


Experiment #1, AC 12, HD 2d6, #At 2, Dam 1d8, Mv 
20', Sv 12, MI 7, XP 200 


Experiment #2, AC 14, HD 3d6, #At 1, Dam 1d10, Mv 
25', Sv 13, MI 6, XP 300 
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1. The Entrance of the Mermaid Cave 


As you approach the grand and majestic portal that 
leads into the underwater kingdom, you are greeted 
by a group of fierce mermaid warriors. The warriors 
are armed with tridents and shields made of 
shimmering mother-of-pearl. They will challenge any 
intruders before allowing them to enter, testing the 
strength and bravery of those who wish to explore the 
cave. 


As you pass the test, you are allowed to enter the cave. 
The cave is filled with a mesmerizing array of sparkling 
jewels and intricate coral, creating a visually stunning 
location to explore. The walls of the cave are adorned 
with sparkling diamonds, sapphires and emeralds, 
which are nestled within the coral reefs. The cave is 
also home to various species of sea creatures such as 
schools of colorful fish, octopuses and dolphins. 


As you explore the cave, you may find a few hazards 
such as sharp coral reefs, and underwater currents that 
can pull you away from your path. 


The exit from this area is located to the north. 


Notes for Game Master: 


The Mermaid Warriors will only allow those who prove 
themselves to be brave and strong to enter the cave. 


The coral reefs and currents can be used to the players 
advantage or as obstacles. 


The true history of this room is that the Mermaids were 
once peaceful creatures but as their kingdom was 
threatened by the surface dwellers, they had to turn to 
more aggressive tactics to protect themselves. 


Creatures: 
Mermaid Warrior: 


AC: 18 HD: 2d6 #At: 1 (Trident) Dam: 1d6+1 Mv: Swim 
90 ft Sv: F2 MI: 10 XP: 200 


Treasure: 


A chest filled with various gemstones worth a total of 
500 gold pieces. 


A magic trident that can be used to control the currents 
in the cave. 


A potion of water breathing that allows the user to 
breathe underwater for an hour. 


2. The Aquatic Grotto 


As you enter the chamber, you find yourself in a large 
open space filled with natural light. The walls of the 
chamber are adorned with intricate carvings of sea 
creatures and the floor is covered in a thick bed of 
moss. The chamber is bustling with activity as various 
enchanting creatures such as mermaids, selkies, 
sirens and aqua elves go about their daily business. 
Exits to the north, south, east and west provide 
multiple paths to explore. 


As you take in the sights and sounds of the chamber, 
you notice that the room is filled with various pools and 
streams of crystal clear water. The water is teeming 
with all manner of sea life, from schools of brightly 
colored fish to octopi hiding in the shadows. The 
aquatic creatures do not seem to be hostile and appear 
to be going about their own business. Along the walls, 
you spot small alcoves containing various trinkets and 
treasures, likely left there by the inhabitants of the 
chamber. 


The selkies and sirens, however, are known to be 
mischievous and may try to lead adventurers astray 
with their enchanting songs. The aqua elves are 
peaceful creatures, but they are fiercely protective of 
their home and may attack if they feel threatened. The 
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mermaids are the most friendly of the inhabitants and 
may be willing to trade or give information in exchange 
for valuable trinkets. 


The alcoves along the walls contain various treasures 
such as gold coins, precious gems, and ancient 
artifacts. However, some of the alcoves contain 
dangerous traps, such as hidden spears or poison 
darts. The DM should use discretion when allowing the 
players to loot the alcoves. 


Creatures: 


Selkies (AC 12, HD 1, #At 1, Dam 1d6, Mv 60 ft, Sv 12, 
MI 10, XP 25) 


Sirens (AC 14, HD 2, #At 1, Dam 1d8, Mv 40 ft, Sv 14, 
MI 12, XP 50) 


Aqua Elves (AC 16, HD 3, #At 1, Dam 1d10, Mv 30 ft, 
Sv 16, MI 14, XP 75) 


Treasure: 

500 gold coins 

10 precious gems worth 500 gold pieces each 
Ancient artifact worth 1000 gold pieces 


Magic trinket that grants water breathing to the wearer 
for 24 hours. 


3. The Sea Serpent's Lair 


As you swim deeper into the cave, the sound of 
rushing water fades away and you find yourself in a 
quieter, more secluded chamber. You can see that 
this room branches off from the large open chamber 
you were just in, and it seems like a good place to 
rest and regroup before continuing on your journey. 
But as you explore, you quickly realize that this 
chamber is not as peaceful as it seemed. A powerful 
and bullying sea serpent has made this chamber its 
home and it will not let anyone leave unless they can 
prove their worthiness by solving a riddle or 
completing a task. 


The chamber is filled with a dim, blue light coming from 
the glowing moss that covers the walls. The serpent's 
lair can be found in the center of the room, a large pile 
of rocks and debris that the serpent has collected over 
time. The serpent itself can be seen coiled around the 
pile, its yellow eyes watching you with suspicion. 


The sea serpent is a powerful creature, and it will not 
hesitate to attack anyone who it sees as a threat. If you 
wish to leave the chamber, you will need to prove your 


worthiness by solving a riddle or completing a task. The 
riddle is inscribed on a rock at the entrance of the 
chamber, and the task is to retrieve a pearl from the 
bottom of the chamber. 


The sea serpent's lair is also filled with other hazards, 
such as sharp rocks and dangerous currents. The DM 
should use caution when running this room, and should 
make sure that the players are aware of the hazards 
and how to avoid them. 


The chamber contains various treasures and trinkets, 
including a golden crown encrusted with pearls, a silver 
chalice, and an ornate sword made of a strange, 
shimmering metal. Additionally, there are several 
potions and scroll hidden among the seaweed, which 
could prove useful to the players. 


In the true history of the room, the serpent was once a 
powerful sorcerer who was cursed by the witch Malidrex 
to live as a sea serpent and guard the chamber. The 
witch, however, is long gone, but the serpent still 
guards the chamber with the same ferocity and 
determination. 


Creatures: 


Sea Serpent AC: 12 HD: 8 #At: 1 Dam: 2d6 Mv: 60ft 
(swim) Sv: F8 MI: 8 XP: 2000 


4. Underwater Treasury 


As you swim through the winding underwater 
chamber, you are struck by the sparkling jewels and 
intricate coral that decorate the walls and floor. The 
light from the surface filters through the water, casting 
a dazzling array of colors on the surroundings. It's a 
visually stunning location to explore. 


The chamber is filled with sparkling jewels, intricate 
coral, and various forms of sea life. The walls and floor 
are covered in colorful plants and sea creatures, 
making it a beautiful place to explore. There are several 
exits in the chamber, one to the south leads to a guard 
outpost, and the other to the north leads to the throne 
room of the Mermaid Queen. 


As you explore the chamber, you come across several 
guards patrolling the area. They are armed with tridents 
and are on the lookout for intruders. They will attack 
anyone who is not authorized to be in the chamber. 


In the treasure room, you will find several valuable 
coins, art objects, and magic items. There are also 
several valuable commodities like pearls and diamonds. 
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Guard (AC 14, HD 1d8, #At 1, Dam 1d6 (trident), Mv 
30ft, Sv 12, MI 12, XP 25) 


Treasure: 100 gold coins, 10 pearls, 5 diamonds, 1 
magic ring (water breathing) 


Note for the Game Master: 


The chamber was once a part of an ancient underwater 
city. The Mermaid Queen claimed it as her own and 
uses it as a treasury to store her wealth. The guards are 
her loyal servants and will defend the chamber with 
their lives. 


5. The Throne Room of the Mermaid Queen 


As you enter the grand hall, your eyes are 
immediately drawn to the glittering gold and precious 
stones adorning the walls. At the far end of the room, 
you see a throne made of pearl and coral, upon 
which sits the Mermaid Queen. She is surrounded by 
her loyal subjects, who watch you with a mixture of 
curiosity and suspicion. 


Upon closer inspection, you notice that the gold and 
precious stones are not just decorations, but intricate 
mosaics depicting the history and mythology of the 
mermaids. The throne itself is a masterpiece of 
craftsmanship, with each pearl and coral hand-selected 
and placed to create a sense of fluidity and movement. 


The Mermaid Queen holds a key to escaping the 
island's dangerous storms in the form of a magic 
compass, but she will only give it to those who can 
prove themselves worthy. As you approach the throne, 
you can feel the tension in the room rising as the 
mermaids prepare to defend their queen. 


As you interact with the Mermaid Queen, you will learn 
that the compass was made by the sorceror to navigate 
the treacherous storms that surround the island. The 
compass is said to possess magical powers and it is the 
only one of its kind. The Mermaid Queen will only give 
the magic compass to those who can prove themselves 
worthy. This can be done by completing a series of 
tasks or by defeating a powerful enemy. The Game 
Master should use their own discretion when 
determining what tasks are appropriate for the players. 


The room is guarded by the Mermaid Queen's loyal 
subjects, who will not hesitate to defend their queen if 
they feel threatened. The mermaids are skilled fighters 
and can control water to their advantage, creating tidal 
waves and floods to overwhelm their enemies. They are 
also able to breathe underwater and can use this ability 
to evade capture. 


Creatures: 


Mermaid Queen AC: 19 HD: 8+3 #At: 2 weapon Dam: 
1d8 Mv: 120' (40') Sv: F8 MI: 9 XP: 2000 


-Casts spells as a 8" level magic user 


Mermaid (2-4) AC: 15 HD: 5+3 #At: 1 weapon Dam: 
1d8 Mv: 120' (40') Sv: F5 MI: 9 XP: 225 


Treasure: 

2,000 gold pieces 

10 precious gems (worth 500 gp each) 

A pearl necklace (worth 1,000 gp) 

A painting of the Mermaid Queen (worth 2,500 gp) 


6. The Underwater Stairway to the Mermaid Queen's 
Treasure Chambers 


As you enter the room, you find yourself standing at 
the edge of a large spiral staircase that seems to lead 
downwards into the depths of the ocean. The 
staircase is carved out of the rock, and the walls and 
steps are slick with seaweed and moss. The light 
from the room above dimly illuminates the stairs, but 
as you descend, the light fades and you are left with 
only the eerie glow of phosphorescent algae to guide 
you. 


As you make your way down the staircase, you can't 
help but feel a sense of unease. The air is thick with the 
sound of rushing water and the eerie call of the sea 
creatures. You notice that the stairs are guarded by 
powerful magic, and only those who have the queen's 
blessing can pass through. You also notice that there 
are several large statues of mermaids on either side of 
the stairway. They are intricately carved and appear to 
be holding something in their hands. 


The room at the bottom of the stairs is a large treasure 
chamber, filled with glittering jewels, piles of gold coins, 
and other treasures. The chamber is lit by a large 
crystal chandelier that hangs from the ceiling. The walls 
are adorned with intricate mosaics depicting scenes of 
mermaids and other sea creatures. 


The room is also guarded by several sea monsters, 
including giant octopi and giant sea turtles. These 
creatures are fiercely territorial and will attack anyone 
who enters the chamber without the queen's blessing. 


Creatures: 


Sea Monster: Giant Octopus 
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AC: 15 HD: 12 #At: 4 Dam: 2d6 Mv: 60 ft. Sv: F12 MI: 7 
XP: 6000 


Sea Monster: Giant Sea Turtle 


AC: 18 HD: 15 #At: 2 Dam: 2d8 Mv: 30 ft. Sv: F15 MI: 6 
XP: 9000 


Treasure: 

A chest filled with 10,000 gold coins 

A golden crown encrusted with diamonds and sapphires 
A necklace made of pearls 


A magic ring that grants the wearer the ability to 
breathe underwater 


A potion that grants the ability to speak with sea 
creatures 


A scroll that contains a powerful spell that can summon 
a giant sea creature to fight for the user. 


7. The Siren's Watch 


As you enter the room, you find yourself standing in a 
small underwater guard outpost. The walls are made 
of smooth, polished coral and the floor is covered in a 
thick layer of sand. The water is crystal clear, 
allowing you to see the various forms of marine life 


swimming around outside the walls. 


Manned by the mermaid queen's elite guards, the 
Siren's Watch is a heavily guarded treasure chamber. 
The guards, dressed in intricately designed armor made 
of pearls and shells, will challenge any intruders and will 
not hesitate to use force if necessary. They wield 
tridents and wield them with deadly precision. 


As you look around the room, you see several treasure 
chests filled with gold and jewels stacked against one 
wall. A large statue of the mermaid queen stands in the 
center of the room, her gaze seeming to follow your 
every move. 


The guards will not hesitate to attack intruders, but they 
can also be reasoned with if the players can prove that 
they come in peace and have no intention of stealing 
the treasure. However, if the players do choose to fight, 
the guards will not go down easily. They are skilled 
fighters and will use their tridents to strike from a 
distance, making it difficult for players to get close to 
them. 


Creatures: 


Siren Guard AC: 16 HD: 2 #At: 1 Dam: 1d6+1 (Trident) 
Mv: Swim 60' Sv: 12 MI: 10 XP: 150 


Treasure: 

500 gold coins 

A jewel-encrusted trident 
A pearl necklace 


A magical conch shell that can be used to communicate 
with sea creatures. 


8. Barrier of the Mermaid Kingdom 


As you enter this room, you are immediately struck by 
the powerful magical barrier that blocks your path. 
The barrier shimmers with a dazzling array of colors, 
and you can feel the immense power radiating from it. 
The barrier is activated by a complex and ancient 
spell, and only the most skilled and powerful of 
adventurers will be able to break through. The water 
is thick with a strange, glowing energy that seems to 
form the barrier across the entire room. At the far end 
of the chamber, you can just make out the glint of 
treasure through the shimmering barrier. 


The room is dimly lit, with glowing crystals embedded in 
the walls providing the only source of light. The floor is 
made of smooth, polished marble, and the walls are 
adorned with intricate mosaics depicting scenes of 
mermaids and other sea creatures. 


You can see several creatures swimming around the 
barrier, large eels with glowing red eyes, their 
movements are slow and appear to be guarding the 
barrier. 


Creatures: 


Barrier of the Mermaid Kingdom: AC: 20, HD: 20, #At: 
0, Dam: 0, Mv: 0, Sv: 0, MI: 0, XP: 10000 


Eel Guard: AC: 15 HD: 4 #At: 1 Dam: 2d6 Mv: 30 ft Sv: 
F4 MI: 10 XP: 200 


9. The Underwater Treasure Room of the Mermaid 
Kingdom 


As you enter the room, you are struck by the 
grandeur and opulence that surrounds you. The walls 
are adorned with shimmering mother-of-pearl and 
inlaid with gold and silver. The room is filled with 
treasures and riches beyond measure, including 
stacks of glittering gold coins, intricate jewelry, and 
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precious gems. In the center of the room stands a 
large, ornate chest, guarded by the most powerful of 
the Mermaid Queen's guardians. 


The room is dimly lit by the soft glow of luminescent 
coral and seaweed. The floor is covered in fine sand, 
and the walls are adorned with intricate mosaics 
depicting scenes from the mermaids' history. The chest 
in the center of the room is intricately carved and 
adorned with gold and jewels. It is said to contain the 
legendary magical compass, the key to escaping the 
island's dangerous storms. 


The guardian of the chest is a powerful mermaid with 
long, flowing hair and a stern expression. She carries a 
trident and a shield, and her tail is covered in 
shimmering scales. She is fiercely loyal to the Mermaid 
Queen and will defend the chest and its contents at all 
costs. 


Once the chest is opened, the players will find the 
magical compass, as well as a wealth of treasure. In 
addition to the gold and jewels, the chest contains 
valuable artifacts and magical items. 


Notes for the Game Master: 


The guardian can be convinced to let the players take 
the compass if they can prove that they are on a quest 
to save the island from the storms. 


If the players cannot solve the puzzle, they can try to 
force the chest open, but it is heavily reinforced and will 
require a significant amount of effort to break. 


If the players kill the guardian, the Mermaid Queen will 
send her guards to hunt them down. 


Creatures: 


Guardian: AC 18, HD 8, #At 2 (trident +1, 1d6+1), Dam 
(shield bash 1d6+1), Mv Swim 60 ft., Sv F8, MI Elite, XP 
2400 


Treasure: 


Magical Compass* (grants immunity to storms, allows 
the user to navigate through treacherous waters) 


5000 gold coins 

500 gemstones 

10 magical potions 

A ring of water breathing 


A necklace of protection +2 


A trident +1 
A shield +2 


An ornate chest (worth 1000 gold coins) 


Ruins of the Sorcerers Tower 


Map Area Key 


1. STAIRS: 


As the adventurers first enter the ruins of the ancient 
citadel, they are greeted by a winding staircase that 
leads to the upper levels of the structure. The 
staircase is in a state of disrepair, with crumbling 
walls and loose stones making it a treacherous climb. 
The succubus colony that now inhabits the citadel 
has set traps along the way, such as tripwires and 
pressure plates that trigger falling debris. The 
sorcerers who once dwelled in the citadel have left 
their mark, as strange illusions and hallucinations 
plague the adventurers as they ascend. 


The staircase is dimly lit by the eerie green glow of the 
succubus colony's magic. The walls are adorned with 
intricate carvings depicting ancient battles and powerful 
sorcerers. As the adventurers make their way up the 
staircase, they must be careful not to trigger any of the 
traps set by the succubus colony. These traps include 
tripwires that release arrows from hidden alcoves, and 
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pressure plates that cause sections of the staircase to 
collapse. The illusions and hallucinations make _ it 
difficult to distinguish between what is real and what is 
not, adding to the danger of the climb. 


The staircase contains several valuable treasures, 
including a chest filled with gold and precious gems, 
and a magical sword that belonged to the citadel's 
former ruler. The sword is imbued with powerful 
enchantments that grant the wielder increased strength 
and the ability to summon lightning. 


For the Game Master: 


The chest containing the treasure is trapped and will 
require a successful dexterity check to open without 
triggering it. 


Creatures: 


Succubus: AC 15, HD 6, #At 1, Dam 1d6+3, Mv 30 ft, 
Sv F6, MI 12, XP 600 


Treasure: 


Chest containing 500 gold pieces and several precious 
gems 


Magical sword with the ability to summon lightning 
(value: 2500 gold pieces) 


2. COURTYARD: The Sorcerer's Battleground 


As you reach the top of the staircase, the sound of 
clashing swords and spell blasts echoes through the 
air. The roof of this large open area has caved in, 
leaving it exposed to the elements. You see a colony 
of succubi and nymphs locked in a fierce battle, using 
the sorcerer's magic to summon creatures and cast 
spells. The area is littered with debris and the 
remains of previous battles, making it difficult to 
navigate. 


The area is filled with the remnants of magical combat, 
with scorch marks and shattered rocks littering the 
ground. The succubi and nymphs are locked in a fierce 
battle, summoning creatures and casting spells at each 
other. The creatures summoned vary from elementals, 
demons and even undead. The debris and rubble make 
it difficult for the adventurers to move around without 
being spotted. 


There are several objects of interest scattered around 
the room such as a ruined alchemist's lab, with broken 
glassware and scattered ingredients. A large ornate 
chest sits in the corner, possibly containing valuable 


treasures. A mysterious portal in the corner, which 
leads to a different dimension, but it's unclear where it 
leads and what dangers it might hold. 


The succubi and nymphs will be hostile to the 
adventurers, and the Game Master should use this 
room to challenge the players with a difficult battle. The 
creatures summoned by the succubi and nymphs 
should be adjusted to the party's level and abilities. The 
alchemist's lab and the ornate chest may hold clues to 
solving puzzles or unlocking secret areas. The portal is 
a potential plot point that can be developed later in the 
adventure. 


Creatures: 


Succubus: AC 12, HD 8, #At 1, Dam 1d6, Mv 60ft, Sv 
F8, MI 12, XP 2400 


Nymph: AC 14, HD 6, #At 1, Dam 1d4, Mv 40ft, Sv F6, 
MI 10, XP 1200 


Treasure: 


The ornate chest contains 500 gold pieces, a potion of 
healing, and a scroll of teleportation. The alchemist's 
lab may contain rare ingredients and potions, as well as 
a formula for a powerful potion or a magical item. The 
portal may lead to a pocket dimension filled with 
valuable treasures or dangerous creatures. 


3. TOWER: The Sorcerer's Enclosure 


As the adventurers explore the open area, they come 
across a small enclosure with stairs leading down. 
The ancient stone walls of the enclosure are adorned 
with intricate carvings depicting scenes of magic and 
mystery. The thick oak door, reinforced with iron 
bands, is firmly locked and the only way to open it is 
by solving a riddle left by the sorcerer. The stairs lead 
to a lower level of the citadel, where the sorcerer's 
powerful artifacts are said to be hidden. 


The door of the enclosure is intricately carved with the 
image of a dragon, its eyes glowing with a faint red 
light. The riddle inscribed on the door reads: "| am not 
alive, but | grow; | don't have lungs, but | need air; | 
don't have a mouth, but water kills me. What am I?" The 
answer to the riddle is "a fire". The door can be opened 
by saying the word "fire" in front of it. 


The stairs leading down are made of cold, damp stone 
and the air grows colder as they descend. The walls of 
the stairs are lined with torches, but they have long 
since gone out and the only light comes from a faint, 
eerie glow emanating from deep below. 
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The chamber is also home to several guardians, the 
sorcerer's constructs, which are bound to protect the 
artifacts at all costs. These constructs are animated 
suits of armor, armed with deadly weapons. 


Creatures: 


Animated suits of armor AC: 18 HD: 10 #At: 2 (weapon) 
Dam: 2d6 Mv: 20 ft Sv: F10 MI: Nil XP: 2000 


Treasure: 

A powerful wand of fireballs 

A magical ring that grants the wearer immunity to fire 
A potion of healing 

A scroll containing a powerful spell of teleportation 


A chest filled with gold and precious gems worth 5000 
gp. 


Note for the Game Master: 


The true history of the room is that the sorcerer was 
once a powerful wizard who built the citadel as a 
stronghold for his magical research. He created the 
artifacts in this chamber as a means of defending his 
citadel from intruders. The riddles and puzzles in the 
room were designed to test the intelligence and 
resourcefulness of would-be conquerors, and the traps 
and guardians were meant to eliminate those who failed 
the test. The sorcerer himself has long since passed 
away, but his creations continue to protect the citadel to 
this day. 


4. TOWER: The Sorcerer's Laboratory 


As you enter the room, you are hit with the strong 
smell of chemicals and the sight of debris and rubble 
blocking most of the room. The walls are covered in 
strange markings and symbols, and you notice a 
large table in the center of the room with various 
potion bottles and beakers scattered about. 


This small ruined room is a cramped and claustrophobic 
space, with debris and rubble blocking much of the 
room. The room was once used as a laboratory by a 
powerful sorcerer, and the walls are covered in strange 
markings and symbols that seems to be a combination 
of science and magic. The room is also home to a pack 
of mutated creatures, twisted versions of the creatures 
the sorcerer created on the island. 


Upon further inspection, you notice that some of the 
potion bottles are broken and the contents have spilled 
out, creating a thick, noxious fog that fills the bottom 
half of the room. It's hard to see what's in the fog, but 
you can hear strange noises coming from within. As you 
take a closer look, you see twisted versions of creatures 
that you've never seen before, they were created by the 
sorcerer as part of his experiments. They're aggressive 
and will attack anyone who enters the room. 


Notes for the Game Master 


The creatures in the room are mutated versions of 
common island creatures, such as lizards and birds. 
They have been enhanced with magical powers, 
making them more formidable opponents. 


The fog in the room is toxic and will cause damage to 
anyone who stays in it for too long. The party will have 
to find a way to clear the fog or avoid it altogether in 
order to fight the creatures. 


The symbols on the walls may hold clues to the 
sorcerer's experiments and how to defeat the creatures. 


The table in the center of the room may contain 
valuable potion ingredients or magic items. 


Creatures: 


Mutated Lizard: AC 14, HD 2, #At 2, Dam 1d6+1, Mv 
30ft, Sv 12, MI 8, XP 100 


Mutated Bird: AC 12, HD 1, #At 1, Dam 1d4, Mv 4Oft, 
Sv 11, MI 6, XP 50 


Mutated Insect: AC 16, HD 1, #At 1, Dam 1d6, Mv 20ft, 
Sv 12, MI 9, XP 75 


Treasure: 

2 potions of healing 

1 potion of invisibility 

10 gold pieces 

1 magic scroll with a spell for teleportation 


A rare potion ingredient worth 200 gold pieces. 


5. COURTYARD: The Enchanted Garden 


As you enter the large courtyard, you are immediately 
struck by the beauty of the overgrown plants and 
foliage that surrounds you. The air is thick with the 
scent of blooming flowers, and you can hear the 
gentle chirping of birds and the buzzing of insects. 
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The collapsed roof of the courtyard has allowed the 
sun and rain to pour in, creating a vibrant and thriving 
garden. 


As you explore the courtyard, you notice that it seems 
to be under constant surveillance from the nymph 
colony that has taken up residence here. They are 
using the sorcerer's magic to create a peaceful and 
beautiful garden, but the peace is short-lived as the 
succubus colony is always trying to infiltrate and take 
control of the courtyard. You can see the succubus 
colony's scouts lurking in the shadows, waiting for an 
opportunity to strike. 


The courtyard is filled with a variety of plants and 
flowers, some of which have been enchanted by the 
sorcerer's magic. These plants can be used to heal 
wounds, cure diseases, or even grant temporary 
powers. However, some plants are deadly and will harm 
anyone who touches them. The courtyard also contains 
a few statues and fountains, which can be used to hide 
from enemies or to distract them. 


As you make your way through the courtyard, you come 
across a puzzle that must be solved in order to access 
the next area. The puzzle is a series of statues that 
must be arranged in the correct order to open a hidden 
door. The clues to solve the puzzle can be found on the 
statues themselves. 


The succubus colony will attempt to attack the players 
as soon as they are noticed, using their charm abilities 
to control the minds of the players. The succubus 
colony will focus on the strongest members of the party 
first, trying to weaken the group before the final assault. 
The players must be careful not to let the succubus 
colony get too close, as they are deadly in close 
combat. 


The succubus colony is led by a powerful succubus 
queen, who is immune to charm and has a powerful 
spellcasting abilities. The queen will only appear if the 
players have defeated her scouts and are closing in on 
her lair. 


Creatures: 
Succubus 


AC: 15 HD: 4 #At: 1 Dam: 1d4 Mv: 120 ft. Sv: F4 Ml: 12 
XP: 1200 


Succubus Queen 


AC: 18 HD: 8 #At: 2 Dam: 1d6+1 Mv: 120 ft. Sv: F8 MI: 
12 XP: 2400 


The courtyard contains a variety of treasures, including 
valuable coins, art objects, commodities, and magic 
items. The succubus colony has taken control of the 
courtyard's riches and will guard them fiercely. The 
players will have to defeat the succubus colony in order 
to claim the treasure as their own. 


6. TOWER: The Sorcerer's Illusionary Staircase 


As you approach the door to this small room, you can 
feel a powerful magic emanating from within. You 
remember that it can only be unlocked by solving the 
statue puzzle in the enchanted garden in area 5. As 
you enter, the darkness and cramped space 
immediately envelops you, and you can see a set of 
stairs leading down. However, as you begin to 
descend, strange illusions and hallucinations plague 
your mind, making it difficult to distinguish reality from 
fantasy. 


The room is filled with the sorcerer's powerful magic, 
and strange illusions and hallucinations plague the 
adventurers as they descend the stairs. The walls 
appear to be shifting and moving, and the sound of 
whispers and laughter echo through the chamber. The 
stairs themselves seem to be made of mist, and you 
can see strange creatures lurking within the shadows. 


The room is also home to a group of powerful creatures 
summoned by the sorcerer, including a powerful 
demon. The stairs lead to the lower levels of the citadel, 
where the sorcerer's most powerful artifacts and secrets 
are said to be hidden. 


As the Game Master, you can use the illusions and 
hallucinations in this room to disorient and confuse the 
players. Encourage them to think critically and use their 
abilities to determine what is real and what is not. The 
demon should be a formidable foe, but can be defeated 
through careful planning and strategy. 


The true history of this room is that the sorcerer who 
built this citadel was a powerful illusionist who used his 
magic to protect his most valuable treasures. The 
staircase is also trapped with illusions to mislead the 
intruders and make them fall into the pits. 


Creatures: 


-Demon (AC: 18, HD: 12, #At: 3, Dam: 2d6+6, Mv: 30’, 
Sv: F12, Ml: 9, XP: 9000) 


Treasure: 


-Sorcerer's powerful magic staff (grants +2 to 
spellcasting ability and can cast a spell of teleportation 
once a day) 
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-Several enchanted items (Ring of Invisibility, Amulet of 
Protaction) 


-10,000 gold coins 


-A chest full of precious gems and jewelry. 


7. Chamber of the Succubus and Nymphs 


As you enter this small chamber, you notice a set of 
stairs leading upwards to the upper ruins. The only 
other exit is to the east. As you look around, you see 
evidence of a fierce battle having taken place here. 
Scorch marks cover the walls, and broken pieces of 
furniture are scattered about the room. 


Upon closer inspection, you see that the battle was 
between succubus and nymphs, both known for their 
alluring beauty and deadly powers. The succubus and 
nymphs were fighting over the sorcerer's artifacts that 
were kept in this chamber. The artifacts include a set of 
ancient scrolls and a powerful wand that holds the 
power of teleportation. 


As you search the room, you notice a_ hidden 
compartment beneath one of the broken tables. Inside, 
you find a chest filled with gold and precious gems. But 
be warned, the chest is trapped and will trigger a blast 
of fire if opened incorrectly. 


The succubus and nymphs may still be lurking in the 
area, so be on guard. The succubus has the power of 
charm and can control the minds of those who look into 
her eyes. The nymphs are skilled in the use of 
longbows and can disappear into thin air when 
threatened. 


Creatures: 


Succubus: AC 15, HD 8, #At 1, Dam 1d8, Mv 15, Sv F8, 
MI 12, XP 800 


Nymph: AC 17, HD 4, #At 1, Dam 1d6, Mv 30, Sv F4, 
MI 10, XP 400 


Treasure: 


-Chest containing 500 gold pieces and various precious 
gems worth 2000 gold pieces 


-Ancient Scrolls: worth 5000 gold pieces 


-Teleportation Wand: worth 10000 gold pieces 


8. The Sorcerer's Laboratory 


As you enter the room, the first thing you notice is the 
crumbled and collapsed door to the east. The door to 
the west is still intact, but it's clear that whatever force 
caused the destruction on the other side could easily 
do the same to this door. The room is dimly lit by a 
few flickering torches on the walls. You can see 
remnants of the sorcerer's magic scattered around 
the room, from glowing runes etched into the stone 
floor to strange contraptions on tables. You get the 
feeling that this room is still active, and you should be 
cautious of potential traps set by the inhabitants. 


Upon further inspection, you notice that the room 
appears to be a laboratory. There are various tables 
and workbenches scattered throughout the room, each 
containing different equipment and materials. There are 
several bookshelves filled with ancient tomes and 
scrolls. You can see a cauldron in the corner of the 
room, with strange liquids bubbling inside. On one of 
the tables, you notice a strange orb that appears to be 
made of glass, filled with swirling purple energy. 


As you explore the room, you hear a faint humming 
noise coming from the orb. Suddenly, the orb explodes, 
and a cloud of purple gas fills the room. You feel your 
mind starting to fog, and you realize that the gas is 
enchanted to put you to sleep. The sorcerer who 
created this room had left this as a trap for any 
intruders. You need to find a way to neutralize the gas 
before it puts you to sleep. 


The true history of the room is that it belonged to a 
powerful sorcerer who was_- known for his 
experimentation with forbidden magic. He used this 
room to conduct his experiments and to test his 
creations. But one day, he disappeared, and his 
laboratory was abandoned. It's said that his creations 
still linger in this room, waiting for someone to 
reactivate them. 


As for the potential interactions and strategies for 
dealing with enemies, the traps in this room are magic- 
based, so using spells to neutralize them would be the 
most effective way. But be careful, as the sorcerer was 
a master of illusion, and some of his traps may not be 
what they seem. 


[No monsters or enemies in the room] 


The treasure contained in the room includes several 
ancient tomes filled with forbidden knowledge, a few 
potion bottles, and a magical orb that can neutralize the 
gas trap. The orb is worth 500 gold pieces. 
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9. The Mushroom Room 


As you enter the small chamber, the musty smell of 
the damp room hits your nose. The chamber is dimly 
lit by the faint glow of luminescent mushrooms 
growing on the walls. The chamber is small with one 
exit on the opposite side. 


The chamber appears to have been used as a lair for 
some time. The walls are covered in a thick layer of 
moss, and the floor is littered with bones and debris. A 
small pond in the corner of the room seems to be the 
source of the musty smell. The pond is home to a few 
giant water beetles, which scuttle away as you enter the 
room. 


As you look closer, you notice several alcoves carved 
into the walls. Each alcove contains a small bed, and it 
is clear that this chamber has been used as a lair by 
succubus and nymphs. The creatures are known to be 
seductive and dangerous, and it is best to proceed with 
caution. 


The chamber is not without its hazards. A delicate 
looking but deadly poisonous trap is set near the exit, 
and one of the alcoves contains a hidden trap door that 
leads to a pit filled with spikes. The succubus and 
nymphs have also set up a magic barrier that makes it 
difficult for anyone to leave the chamber once they 
enter. 


For the Game Master, the succubus and nymphs can 
be used as a way to introduce a role-playing opportunity 
for the adventurers. The creatures may offer to make a 
deal with the adventurers, but it is important to 
remember that succubus and nymphs are not to be 
trusted. The creatures can also be used as a combat 
encounter, but their seductive powers should not be 
underestimated. 


Monsters: 


-Succubus AC:15 HD:6 #At:1 Dam:1d6 Mv:12 Sv:F6 
MI:12 XP:1,400 


-Nymph AC:13 HD:4 #At:1 Dam:1d4 Mv:12 Sv:F4 MI:10 
XP:450 


Treasure: 


-A magical crystal orb that grants the user the power to 
charm others 


-Several gold and silver coins 
-A potion of love 


-A potion of invisibility 


-A pair of enchanted boots that allow the wearer to walk 
on water. 


10. Sorcerer's Reliquary 


As you enter the chamber, you find yourself in a small 
room with one exit. The walls are lined with shelves 
containing various artifacts and trinkets, some of 
them glowing with a faint magical energy. The air is 
thick with the scent of ancient dust and the faint hum 
of powerful magic. 


Upon closer inspection, you notice that each of the 
artifacts on the shelves are carefully labeled with 
intricate runes and symbols. Some of the labels 
describe the artifact's origins, while others warn of their 
dangerous nature. You also spot a locked chest in the 
corner of the room, possibly containing valuable 
treasures. 


Treasure: 


The chest contains a valuable ancient artifact, a 
magical scroll, and a pouch of 500 gold pieces. 


11. The Sorcerer's Laboratory 


As you enter this small chamber, you are immediately 
struck by the strange and unusual equipment 
scattered throughout the room. Beakers and flasks 
bubble and steam on makeshift tables, while strange 
instruments and contraptions line the walls. The air is 
thick with the smell of chemicals and magic. 


This chamber is clearly the work area of a powerful 
sorcerer, with evidence of his experiments in creating 
all manner of creatures. You notice a large, ornate 
spellbook lying open on a nearby table, its pages filled 
with arcane formulas and incantations. On the walls, 
you see various sketches and diagrams of creatures, 
some of which you recognize as the monsters that 
inhabit the island. 


As you explore the room, you come across a number of 
cages containing various specimens of the sorcerer's 
creations, including a small dragon and a giant spider. 
These creatures seem to be docile for the moment, but 
you can't help but wonder what would happen if they 
were to escape. 


The sorcerer's spellbook contains a _ wealth of 
knowledge about the creatures on the island and the 
magic used to create them. It may be valuable to a 
spellcaster or a scholar interested in the arcane arts. 


25 


Adventure Key 


The Isle of Beauty 


The room also contains a chest filled with gold and 
gems, as well as a potion of healing and a scroll of 
teleportation. 


Be careful, the chest is trapped with a spell that will 
release poisonous gas when opened, so check for traps 
before opening it. 


Monster/Enemy: 


Small dragon (AC 12, HD 2, #At 2, Dam 1d6/1d6, Mv 
40’, Sv F2, MI 8, XP 35) 


Giant spider (AC 14, HD 2, #At 1, Dam 1d6, Mv 30', Sv 
F2, MI 7, XP 20) 


Treasure: 


Chest containing 500 gold pieces and various gems 
worth an additional 500 gold pieces. 


A potion of healing. 
A scroll of teleportation. 


Note: The creatures in the room are not hostile, but they 
may become aggressive if they feel threatened. The 
chest is trapped, so be careful when opening it. The 
spellbook may be of great value to a spellcaster or 
scholar of the arcane arts. 


12. The Sleeping Chamber 


As you enter the chamber, you notice that it is dimly 
lit by a soft, blue glow emanating from a small crystal 
orb hanging from the ceiling. The air is thick with the 
scent of lavender and jasmine. The chamber appears 
to be used as a sleeping area, with several plush 
cushions and blankets scattered about the room. 
However, as you take a closer look, you notice that 
one of the cushions is currently occupied by a 
beautiful, but dangerous looking creature. 


The chamber is small and cozy, with a single exit 
leading out. The walls are made of smooth, white 
marble and are adorned with intricate carvings of 
various creatures and plants. The chamber's main 
feature is a large, circular bed in the center of the room 
that is made of dark wood and adorned with soft, white 
linens. The bed is currently occupied by a succubus, 
who is resting peacefully. The creature is dressed in a 
flowing, white gown that is adorned with gold and silver 
thread. She has long, dark hair that cascades down her 
back and her skin is a pale, milky white. The creature's 
eyes are closed and she appears to be asleep. 


As you take a closer look, you notice that there are 
several other items in the room. A small chest sits at the 
foot of the bed and appears to be made of dark wood. A 
small, ornate mirror hangs on the wall, and several 
candles are scattered about the room. 


The succubus may be resting in the room, but she is 
not to be underestimated. She is powerful and 
dangerous, and if disturbed, she will awaken and attack 
the party. The chest at the foot of the bed is locked and 
trapped, and the mirror on the wall may contain hidden 
secrets. 


The succubus, if awakened, has the following stat 
block: 


Name: Succubus AC: 17 HD: 10 #At: 1 Dam: 1d8 + 6 
Mv: 30 ft. Sv: F10 Ml: 12 XP: 5000 


The chest contains a small amount of gold and silver 
coins, as well as a magical ring that grants the wearer 
the ability to charm creatures. The mirror holds a secret 
compartment that contains a potion of invisibility. 


Notes for the Game Master: 


The succubus can charm the party members and use 
their charm ability to control them. 


The chest is trapped with a poison dart trap, so the 
party should be careful when trying to open it. 


The mirror on the wall may contain hidden secrets and 
may be used as a puzzle or as a way to reveal hidden 
information. 


The true history of the room is that it was once a place 
where the succubus would lure adventurers to their 
doom, using their charm ability to control them. 


The potion of invisibility in the secret compartment of 
the mirror may be used to bypass the succubus charm 
ability, allowing the party to escape or defeat her 
without being controlled. 


13. The Hoard of the Ancients 


As you enter the large chamber, you can't help but 
feel a sense of awe at the sheer amount of treasure 
and artifacts that lay before you. The room is dimly lit, 
but you can make out exits to the north, south, and 
two exits to the west. It's clear that this chamber is a 
central hub for the inhabitants, and it's likely that 
they've amassed a great deal of wealth over time. 


Upon closer inspection, you notice various ancient 
statues and carvings adorning the walls, depicting long- 
forgotten deities and heroes. The room is filled with 
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piles of gold and jewels, as well as various weapons 
and armor, all seemingly untouched for centuries. 
However, as you begin to explore further, you realize 
that not all is as it seems. A group of mummified 
guards, still clad in ancient armor, stand guard over the 
treasure, ready to defend it with their long-dead lives. 


The mummies' eyes seem to follow you as you move 
around the room, and you can't shake the feeling of 
being watched. The treasure is protected by a series of 
traps and puzzles, designed to keep intruders out. The 
first of which is a pressure plate that triggers a dart trap. 
The second is a riddle inscribed on the wall that must 
be solved to reveal the location of the key to unlock the 
chest containing the greatest treasure. 


For the Game Master: 


The mummies can be defeated by fire or by destroying 
their sarcophagi 


The riddle on the wall can be solved by using 
knowledge of ancient history or by making a successful 
intelligence check 


The treasure chest can only be opened with the key, 
which can be found by solving the riddle or by 
searching the room thoroughly 


The traps can be disarmed by making a successful 
dexterity check or by using thieves’ tools 


Creatures: 


Mummies (4): AC 7, HD 2, #At 1, Dam 1d6, Mv 30', Sv 
F2, MI 10, XP 25 


Treasure: 

3000 gold pieces 

A set of +1 plate mail armor 
A +2 sword of sharpness 

A potion of healing 

A scroll of teleportation 


A magical ring that grants the wearer the ability to 
speak and understand ancient languages. 


14. Chamber of the Nymph Warriors 


As you enter this large chamber, you can't help but 
notice the open space that seems to be designed for 
training and practice. The walls are adorned with 
various weapons and shields, and you can see 


several targets set up throughout the room. However, 
the most striking thing in the room is the group of 
nymphs honing their combat skills. They are using 
swords and shields, and seem to be in deep 
concentration as they train. 


The chamber is dimly lit, with only a few torches 
providing light. The walls are made of stone and 
adorned with various weapons and shields, as well as 
targets set up throughout the room. There are several 
nymphs in the room, all of them are female and dressed 
in light armor. They are focused on their training, and 
do not seem to have noticed your presence yet. The 
chamber is quite large, with enough space for several 
groups to train at the same time. 


As you approach, one of the nymphs notices you and 
signals to the others. They all stop their training and 
turn to face you. They do not seem hostile, but they are 
clearly on guard. The leader of the group, a nymph with 
a scar on her left cheek, steps forward and greets you. 
She introduces herself as Eurydice, and explains that 
this chamber is where they train to protect the land and 
its inhabitants. She asks if you need any help or if you 
are here to train with them. 


The nymphs are not hostile, but they will defend 
themselves if they feel threatened. They are skilled 
warriors and should not be underestimated. If the 
players decide to train with them, Eurydice will offer to 
teach them some combat techniques. If the players 
decide to attack the nymphs, they will fight back 
fiercely. 


The chamber contains several valuable items, such as 
a chest with 500 gold coins, two magic swords that 
grant +1 to hit and damage, a shield that grants +2 AC, 
and a ring that allows the wearer to become invisible 
once per day. 


Creatures: 


Nymph Warrior: AC 16, HD 1d8, #At 1, Dam 1d8, Mv 
30', Sv 12, MI 7, XP 25 


Eurydice: AC 18, HD 2d8, #At 1, Dam 1d8+1, Mv 30’, 
Sv 14, MI 8, XP 65 


Treasure: 

500 gold coins 

2 magic swords (+1 to hit and damage) 
1 magic shield (+2 AC) 


1 ring of invisibility (allows wearer to become invisible 
once per day) 
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15. The Succubus Queen's Audience Chamber 


As you enter the chamber, your eyes are immediately 
drawn to the large, imposing throne at the far end of 
the room. The throne is made of dark, polished stone 
and is adorned with intricate carvings of succubi and 
other demonic figures. The walls of the chamber are 
adorned with tapestries depicting scenes of succubi 
seducing mortals. 


The room is dimly lit, but you can make out a few 
figures lurking in the shadows near the throne. As your 
eyes adjust to the light, you realize that the figures are 
succubi - the demonic creatures that are rumored to 
lure men to their doom with their seductive ways. 


They were armed with swords and whips, and their 
eyes seem to be glowing red. 


There is one door on the other side of the room, which 
probably leads to the queen's private chambers. 


The succubus queen is a powerful demon who rules 
over her kin with an iron fist. If the adventurers wish to 
defeat her, they must first defeat her guards. The 
succubi are highly intelligent and will use their charm 
abilities to try and seduce the adventurers, drawing 
them into a false sense of security before attacking. 


The succubi guards are a formidable enemy with AC 
16, HD 4, #At 2, Dam 1d6 (whip) or 1d8 (sword), Mv 30 
ft, Sv F4, MI 12, and XP 650. They are immune to 
charm and sleep effects. 


The treasure in the room consists of a chest containing 
1000 gold pieces and a magic ring that grants the 
wearer immunity to charm effects. 


16. The Sorcerer's Alcove 


As you enter this small alcove in the wall, you are 
greeted with the sight of the sorcerer's personal items 
and trinkets. The room is dimly lit by a single glowing 
orb that hangs from the ceiling, casting an eerie blue 
light on the various objects scattered around the 
room. The walls are adorned with strange symbols 
and runes, and the air is thick with the smell of 
burning incense. In the center of the room, you see a 
large chest filled with gold and gems. 


Upon closer inspection, you notice that the room is filled 
with various items that the sorcerer had collected over 
the years. Some of the objects include a crystal orb, a 
small potion bottle, a wand, and a book of ancient 
spells. The chest in the center of the room is locked, but 
it seems that the lock is not very complex. 


The room is not inhabited by any creatures, but the 
chest is protected by a powerful trap. If the chest is 
opened without first disabling the trap, the person will 
be hit with a powerful blast of magic. The trap can be 
disarmed by solving a puzzle on the chest lid. The 
puzzle involves matching symbols on the chest lid with 
symbols on the walls of the room. 


The chest contains a large amount of gold and precious 
gems. In addition, the chest also contains a magical 
ring that grants the wearer the ability to cast a spell 
once per day. 


For the Game Master: 


The symbols on the walls and the chest lid are from an 
ancient language that is long forgotten. A player with 
knowledge of ancient languages can decipher the 
symbols and solve the puzzle. 


The sorcerer who once lived in this room was a 
powerful mage who had a fascination with ancient 
artifacts. He would often go on expeditions to find rare 
and powerful items to add to his collection. 


The sorcerer is long gone, but his spirit may still linger 
in the room, and a player with psychic abilities may be 
able to communicate with him. 


The chest and its contents are worth a significant 
amount of money, and the ring is a powerful magical 
item. Consider the value of these items when awarding 
XP to the players. 


Treasure: 
500 gold pieces 


10 precious gems (diamond, ruby, etc) worth 100 gold 
pieces each 


A ring of spellcasting (1 spell per day) 


17. The Hall 


As you step into the corridor, you notice that the 
walls, floor and ceiling are lined with intricate 
mechanisms and deadly traps. The walls are 
adorned with intricate murals depicting scenes of 
seduction and deception. The floor is made of 
polished black marble, and the ceiling is adorned with 
glowing runes. You can see exits to the north, south, 
east and west, but each one is guarded by a pair of 
fierce looking succubus. The corridor is dimly lit by 
torches placed in wall sconces at regular intervals, 
casting eerie shadows on the traps. The air is thick 
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with the smell of brimstone and the faint sound of 
whispering can be heard. Each exit is blocked by a 
pair of succubus. 


As the players move forward, they notice that the 
murals on the walls start to change, becoming more 
sinister in nature. The scenes of seduction are replaced 
with images of torture and sacrifice. They also begin to 
hear the sound of laughter in the distance, and soon 
they come face to face with a group of succubus. 


These creatures are beautiful and seductive, but their 
gaze can be deadly. They are fierce warriors, and they 
will stop at nothing to protect their lair. The succubus 
are rivals of the nymphs, and they will not hesitate to 
engage in battle if they think they are being threatened. 


The succubus are immune to charm and sleep spells, 
and they possess a gaze attack that can put a creature 
under their control. They also have a spell-like ability to 
cast Suggestion to control the minds of their enemies. 
They are also able to shape-shift and disguise 
themselves as a creature of your choice. 


Creatures: 


Succubus: AC: 18 HD: 8+4 #At: 2 Dam: 1d4/1d4 Mv: 
30' Sv: F8 MI: 10 XP: 2200 


18. The Corridor of Collapse 


As you enter this ruined corridor, you immediately 
notice that the walls and ceiling are cracked and 
crumbling, and the floor is littered with rubble and 
debris. The air is thick with dust and the smell of 
decay. The only exits from the room are to the south 
and east, but it will be difficult to navigate through the 
piles of debris blocking your path. 


As you move through the corridor, you must be careful 
not to trigger any of the traps that have been set among 
the rubble. These traps are designed to collapse 
sections of the ceiling, and they are triggered by 
pressure plates hidden beneath the debris. The traps 
are cunningly designed and difficult to disarm, so you'll 
need to use your wits and dexterity to avoid them. 


The true history of this corridor is that it was once a 
grand, opulent hallway that connected the throne room 
to the throne room's treasure chamber. But over time, 
the structure became unstable, and eventually the 
ceiling collapsed. The debris from the collapse was 
never cleared, and the traps were set by the last 
surviving members of the royal family in an attempt to 
protect their treasure from looters. 


There are no creatures or enemies in this room. 


The treasure contained in this room is scattered among 
the rubble and debris, and it's difficult to find. But if 
you're patient, you may be able to uncover some 
valuable coins, art objects, and magic items. 


Notes for the Game Master: 


If the players attempt to dig through the rubble, there is 
a chance that they will trigger one of the traps. If they 
do, roll for trap damage. The treasure is scattered 
throughout the room and can be found with a 
successful perception check (DC15). If the players find 
the treasure, award them with a random magic item 
from the DM's choice list. 


19. The Sorcerer's Study 


As you enter this small, ruined niche in the wall, you 
are immediately struck by the overwhelming smell of 
old parchment and dusty books. The walls are lined 
with shelves filled with journals and notes, all covered 
in scribbles and notes that seem to offer a glimpse 
into the mind of the sorcerer who once called this 
place home. 


The room is dimly lit, with the only light coming from a 
few flickering torches that line the walls. The floor is 
covered in a thick layer of dust and debris, making it 
difficult to move around without kicking up clouds of 
dust. In the center of the room, there is a large wooden 
desk that is cluttered with papers, quills, and various 
other tools of the trade. On the desk, you notice an 
open journal with an intricate spell written on it. 


As you begin to explore the room, you can't help but 
feel a sense of unease. The sorcerer's notes and 
journals reveal that he was obsessed with creating the 
mysterious Island of Beauty and all of the strange 
creatures that inhabit it. His reason for summoning the 
succubi is unknown, but it's clear that he was not a 
good person. 


The shelves are filled with books and journals, some of 
which are ancient and written in languages that you do 
not understand. However, as you search through the 
books, you come across one that is written in common. 
It is a journal that details the sorcerer's journey to the 
island and the creatures he discovered there. It also 
talks about the succubi and how he was able to 
summon them. 


The room is relatively safe, but be careful when 
searching through the shelves as some of the books 
are enchanted and might trigger traps. The journal on 
the desk is a key to solving the puzzle of the succubi 
and the Island of Beauty. 
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There are no monsters or enemies in this room. 
The treasure in this room includes: 


-A journal containing information about the Island of 
Beauty and the succubi (worth 500 gold pieces) 


-A set of rare and valuable books on magic and the 
arcane (worth 1000 gold pieces) 


-An enchanted quill that can write in any language and 
never runs out of ink (worth 750 gold pieces) 


20. The Sorcerer's Sanctum 


As you ascend the stairs and enter the room, you are 
greeted by the sight of numerous shelves and tables 
filled with various magical artifacts and tomes. The 
room is lit by a dim, pulsating glow emanating from a 
crystal orb on a pedestal in the center of the room. 
The door to the south leads to a hallway, and the 
door to the west leads to a study. However, it seems 
that there is also a secret door on the north wall. 


Upon closer inspection, the players notice that the room 
is eerily untouched by the succubi or the nymphs that 
have overrun the rest of the dungeon. The artifacts on 
the shelves include a wand of fireball, a potion of 
invisibility, and a scroll of teleportation. On one of the 
tables, they see an ancient tome bound in dragonhide 
with strange symbols on the cover. 


As the players explore the room, they feel a sense of 
unease, as if the sorcerer who once resided here is still 
watching over his possessions. The crystal orb on the 
pedestal seems to be the source of the pulsating glow, 
and upon touching it, they feel a jolt of energy run 
through their body. 


However, as they begin to explore the room, they 
realize that not all is as it seems. The artifacts on 
display are not just for show - many of them are traps, 
designed to ensnare the unwary. The _ tapestries 
conceal hidden passages, and the workbench is 
actually a portal to a demiplane of the sorcerer's 
creation. 


The ancient tome on the table is enchanted and 
requires a command word to open. Inside, they find a 
spellbook containing powerful spells such as time stop, 
power word kill, and meteor swarm. 


The secret door on the north wall leads to a hidden 
chamber containing a chest filled with gold and gems, 
as well as a pair of boots of teleportation. 


The room does not contain any creatures or hazards. 


For the Game Master, the room may serve as a 
treasure trove for the players, but also a source of 
temptation as the sorcerer's powerful artifacts and 
spells may prove too alluring for them to resist. The 
secret door and the enchanted tome may also serve as 
opportunities for puzzles or challenges for the players to 
solve. The true history of the room is that it was once 
the sanctum of a powerful sorcerer who was betrayed 
by his apprentices and killed. His spirit is said to still 
haunt the room, protecting his possessions from those 
who would seek to loot them. 


[No monsters in the room] 

Treasure: 

Chest containing 1000 gold pieces and various gems 
Boots of teleportation 

Wand of fireball 

Potion of invisibility 

Scroll of teleportation 


Ancient tome bound in dragonhide containing powerful 
spells such as time stop, power word kill, and meteor 
swarm. 


21. The Succubus' Secret Corridor 


As you approach the door, you can hear the faint 
whispering of voices in your head. You open the door 
to find a dimly lit corridor, the walls lined with intricate 
murals depicting scenes of seduction and deception. 
The air is thick with the scent of exotic incense, and 
you can feel a faint magical energy emanating from 
the corridor. 


The corridor stretches out before you, with multiple 
branches leading off in different directions. The floor is 
made of smooth marble and is slick with a thin layer of 
oil, making it easy to slip. The walls are adorned with 
intricate murals depicting scenes of seduction and 
deception. The air is thick with the scent of exotic 
incense and you can feel a faint magical energy 
emanating from the corridor. 


As you proceed further into the corridor, you notice 
several traps and illusions set by the succubi to protect 
their teleportation circle. You can see tripwires, hidden 
pressure plates, and illusions of false walls and floors. If 
you're not careful, you might trigger one of the traps 
and find yourself facing an army of demonic creatures. 


Notes for the Game Master 
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The traps and illusions in this corridor are set by the 
succubi to protect their teleportation circle, and can be 
disarmed or avoided with a successful trapfinding check 
or a dispel magic spell. The illusions can be revealed 
with a true seeing spell or a successful perception 
check. The succubi have also enchanted the corridor 
with a charm spell, making it difficult for intruders to 
leave once they've entered. 


Creatures: 


Succubus (1): AC 15, HD 8, #At 1, Dam 1d6 + charm, 
Mv 30 ft, Sv F8, MI 12, XP 600 


Treasure: 


The succubi have hidden a chest at the end of the 
corridor containing 1000 gold pieces, a magical ring of 
invisibility, and a potion of charm person. 


22. The Sorcerer's Throne Room 


As you enter the chamber, you are immediately 
struck by the grandeur of the room. The walls are 
adorned with tapestries depicting the sorcerer's 
greatest accomplishments, and a large throne sits at 
the far end of the chamber. An exit to the north and a 
door to the west are the only ways out. 


The room is well-maintained, as if it is still in use. A 
cursory glance reveals that the chamber has been 
untouched by the Nymphs or Succubi, probably 
because it is guarded by four extremely fierce iron 
golems. Each golem stands at least 10 feet tall and is 
made of solid iron. They are animated by powerful 
magic and will attack any intruders on sight. 


The tapestries on the walls tell the story of the 
sorcerer's rise to power. Each one depicts a different 
event, such as his defeat of a dragon or his mastery of 


a powerful spell. The throne itself is made of solid gold 
and is encrusted with gems. A large table next to the 
throne holds various scrolls and books, which may 
contain valuable information or powerful spells. 


The door to the west is locked, but it can be opened 
with a key that can be found in the sorcerer's chambers. 
There is a hidden lever behind the throne that opens a 
secret passage to the east. 


For the Game Master, it is important to note that the 
golems cannot be easily defeated with brute force 
alone. They are immune to most forms of physical 
damage and can only be destroyed by disrupting the 
magic that animates them. One potential strategy for 
dealing with the golems is to use spells or magical 
items that can disrupt or dispel magic. Additionally, the 
tapestries on the walls may hold clues or puzzles that 
could reveal a way to defeat the golems. 


Creatures: 


Iron Golem (x4) AC: -2 HD: 20 #At: 2 Dam: 3d10/3d10 
Mv: 30' Sv: - MI: 10 XP: 15,000 


Treasure: 


The throne is made of solid gold and is worth 10,000 
gold pieces. 


The table next to the throne holds various scrolls and 
books, which may contain powerful spells or valuable 
information. 


The tapestries on the walls are worth 500 gold pieces 
each. 


A chest hidden behind the throne contains 2000 gold 
pieces and a key that unlocks the door to the west. 
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Name: Siren 

Type: Fey 

Armor Class: 18 

Hit Dice: 8 

No. of Attacks: 1 Song or 2 Talons 
Damage: 1d8 Song or 1d6 Talons 
Movement: 30' Swim 

No. Appearing: 1-4 

Save As: Bard: 8 


Special attacks and defenses: Song of Charm (All 
creatures within 30 feet must save vs. spell or be 
charmed), Immune to Charm and Fear-based spells. 


Spellcasting: Charm Person (1/day), 
Pattern (1/day), Suggestion (1/day) 


Hypnotic 


Morale: 12 

Weaknesses: Vulnerable to Silvered Weapons 
Treasure Type: G 

XP: 1000 


Appearance: Sirens are beautiful fey creatures with a 
bird-like appearance. They have piercing blue eyes, 
feathers that range in shades of blues, purples, and 
pinks, and sharp talons. 


Special Abilities: Sirens can charm any creature 
within 30 feet with their song. This spell-like ability is 
particularly effective against sailors who hear their 
call and become unable to resist the siren's song. 
Sirens are also immune to charm and fear-based 
spells, making them incredibly difficult to defeat. 


Preferred Method of Attack: Sirens prefer to use their 
song of charm to disable their enemies before 
attacking with their sharp talons. 


Unique Traits: Sirens have a reputation for being the 
harbingers of death and destruction, luring sailors to 
their deaths with their sweet voices. Some legends 
even suggest that Sirens can control the winds and 
waves themselves. 


Personality and Motivation: Sirens are selfish and 
manipulative creatures, using their powers to get 
what they want. They are attracted to ships and 
sailors as they provide a _ source of food, 
entertainment, and companionship. 


Background: The origin of Sirens is shrouded in 
mystery, with some legends suggesting they are the 
offspring of the gods of the sea, while others claim 
they are the spirits of sailors who died at sea. 
Regardless of their origin, Sirens have become 
infamous for their seductive songs and deadly 
attacks on sailors. 
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Name: Tychondrian Construct 

Type: Mechanical Abomination 

Armor Class: 18 

Hit Dice: 10 

No. of Attacks: 2 Claws + special 
Damage: 1d10 claw + energy discharge 
Movement: 40' 

No. Appearing: 1-3 

Save As: Fighter: 8 


Special Attacks and Defenses: Energy discharge 
(1d12), immunity to poison, immune to sleep and 
charm effects. 


Spellcasting: None 
Morale: 9 


Weaknesses: Water damage disrupts their inner 
workings, causing double damage. 


Treasure Type: M 
XP: 1500 


Physical Appearance: Tychondrian Constructs are 
twisted, metallic monstrosities standing at 8 feet tall. 
Their claws are elongated and sharp, and their 
bodies are covered in intricate, glowing circuitry. 
They have a single glowing eye in the center of their 
bodies, which constantly emits an eerie red light. 


Special Abilities: Tychondrian Constructs are 
incredibly durable, able to withstand large amounts 
of damage before succumbing to defeat. They also 
possess the ability to discharge energy from their 
bodies, causing significant damage to _ their 
surroundings. 


Preferred Method of Attack: Tychondrian Constructs 
will relentlessly pursue their targets, using their claws 
to hack and slash at them. They will also use their 
energy discharge as a last resort, causing 
widespread destruction. 


Unique Traits: Tychondrian Constructs were created 
to protect the Isle of Beauty, but they soon became 
uncontrollable, leading to their escape. They are 


feared by the inhabitants of the isle, who believe 
them to be the vengeful spirits of the sorcerer 
Tychondrius himself. 


Personality and Motivation: Tychondrian Constructs 
possess no emotions or motivation, other than to 
protect the isle they were created to defend. 


Background: The sorcerer Tychondrius was a 
powerful magic user who lived on the Isle of Beauty. 
In his quest to protect his home, he created a series 
of mechanical abominations known as Tychondrian 
Constructs. However, his creations soon got out of 
hand and began to wreak havoc on the isle. Despite 
attempts to bring them back under control, the 
constructs remain at large, terrorizing the inhabitants 
of the Isle of Beauty. 
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Name: Mermaid 

Type: Aquatic 

Armor Class: 15 

Hit Dice: 5 

No. of Attacks: 2 claws + special 
Damage: 1d6 claw, special 
Movement: 30' Swim 50' 

No. Appearing: 1-3 

Save As: Magic-User: 6 


Special attacks and defenses: Song of Enchantment, 
able to charm and control up to three creatures at 
once with its mesmerizing voice. Immune to all non- 
magical weapons. 


Spellcasting: None 
Morale: 9 


Weaknesses: Vulnerable to deafening and silence 
effects. 


Treasure Type: K 
XP: 800 


Appearance: The Mermaid is a beautiful and graceful 
mermaid with a humanoid upper body and a fish-like 
lower body. Its skin is smooth and luminescent, and 
its hair is a shimmering shade of silver. Its eyes are 
large and almond-shaped, with pupils that change 
color to match its mood. 


Special Abilities: The Mermaid's main weapon is its 
enchanting song, which can be used to control the 
minds of its prey. The creatures under its control will 
follow its every command until the effect wears off or 
until they are woken up from its spell. 


Preferred Method of Attack: The Mermaid prefers to 
lure its prey in with its song, and then strike when it is 
least expecting it. If its song fails to work, it will 
retreat back into the water where it is more 
comfortable. 


Unique Traits: The Mermaid is highly intelligent and 
has an insatiable thirst for power. It is also very 
cunning and manipulative, using its song to get what 
it wants. 


Personality and Motivation: The Mermaid is a selfish 
creature, using its song to gain power and control 
over others. It is motivated by its own desires and will 
stop at nothing to achieve its goals. 


Background Story: The Mermaid was once a human 
who was cursed by a powerful sorceress. The curse 
turned her into a monster with the ability to control 
minds with its song. Since then, it has used its 
powers to gain more control and power over the 
creatures of the ocean. Some believe that the Sirene 
was created as a weapon to be used by the 
sorceress in her quest for power, while others 
believe that it was an accident and the Sirene was 
cursed for meddling with dark magic. 
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Name: Nymph 

Type: Elemental 

Armor Class: 18 

Hit Dice: 5 

No. of Attacks: 2 claws + special or by wind 
Damage: 1d6 claw or by wind 

Movement: 60' Fly 80' 

No. Appearing: 1-2 

Save As: Magic-User: 7 


Special attacks and defenses: Nymph can summon 
powerful gusts of wind to push back or throw 
enemies, and has_ resistance to non-magical 
weapons. 


Spellcasting: Nymph can cast gust of wind, levitate, 
and control air once per day each. 


Morale: 10 
Weaknesses: Fire 
Treasure Type: N/A 
XP: 500 


Appearance: Nymph are graceful and delicate 
creatures, with wings made of shimmering air and a 
body of light. They have a ethereal beauty that 
mesmerizes those who behold them. 


Special Abilities: Nymph are creatures of air and 
wind, able to control and manipulate the air currents 
to their advantage. Their wings enable them to fly 
with incredible speed and grace, and their voices can 
calm or rouse the wind itself. 


Preferred Method of Attack or Avoiding Combat: 
Nymph are not naturally inclined towards violence, 
but if threatened, they will use their wind powers to 
defend themselves. They will try to avoid combat if 
possible and will use their levitation ability to escape 
if necessary. 


Unique Traits or Characteristics: Nymph are deeply 
connected to the natural world and are considered 
messengers of the elemental forces of air. They are 
often seen as omens of good fortune or change, and 
are revered by some cultures as sacred beings. 


Personality and Motivation: Nymph are mischievous 
and playful, delighting in the winds and air currents 
they control. They are curious beings and enjoy 
exploring new places and meeting new creatures. 
However, they are also fiercely protective of their 
elemental kin and will not hesitate to defend them if 
necessary. 


Background Story: Nymph have existed since the 
dawn of time, summoned forth from the elemental 
forces of air to serve as guardians and messengers 
of their elemental kin. They are revered in some 
cultures as sacred beings and worshipped as gods, 
while in others they are feared and shunned as 
harbingers of change. Regardless of their reputation, 
Nymph are enigmatic and elusive creatures, often 
seen but rarely understood. 
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Name: Wildflower Fairy 

Type: Fey 

Armor Class: 18 

Hit Dice: 5 

No. of Attacks: 2 delicate wings + special 
Damage: 1d4 + charm 

Movement: 60' Fly 

No. Appearing: 1-6 

Save As: Cleric: 7 


Special Attacks and Defenses: Wildflower Fairies are 
immune to non-magical weapons and have the ability 
to charm a single target once per day. They can also 
create a cloud of sweet-smelling spores to put 
creatures within 10 feet to sleep for 1d4 hours. 


Spellcasting: Wildflower Fairies are capable of 
casting sleep, charm person and invisibility once per 
day each. 


Morale: 9 


Weaknesses: Wildflower Fairies are weak to iron and 
salt, and any wound caused by these materials will 
render them powerless for 1d6 hours. 


Treasure Type: N 
XP: 600 


Appearance: Standing at a mere 6 inches tall, 
Wildflower Fairies have delicate bodies with wings as 
thin as petals. Their skin is a soft shade of green, 
and they have hair made of flowers that match their 
wings. 


Abilities: Wildflower Fairies are mischievous 
creatures who use their charm and fragrant clouds to 
play pranks on travelers. They are not dangerous, 
but they can be a nuisance. 


Attack and Defense: Wildflower Fairies prefer to 
avoid combat and instead use their charm and sleep 
abilities to get out of sticky situations. They will only 
fight if they feel threatened. 


Unique Traits: Wildflower Fairies are born from the 
petals of wildflowers and are often mistaken for 
flowers themselves. They are very protective of their 


homes, which are usually hidden among the flowers, 
and will fiercely defend their territories from any 
intruders. 


Personality and Motivation: Wildflower Fairies are 
playful creatures who enjoy causing mischief and are 
always on the lookout for new pranks to play. They 
are not malicious and will never cause any serious 
harm. 


Background: Wildflower Fairies have been around 
since the dawn of time, and they are often 
worshipped by nature-loving cultures as symbols of 
life and renewal. They are also feared by some as 
omens of change and transformation. Despite this, 
they are generally considered harmless creatures 
and are well-known for their love of pranks and 
mischievous nature. 
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Name: Malidrex's Abomination Background: The twisted witch Malidrex created 
: these abominations as her minions, using dark magic 
Type: Aberration and alchemy to stitch together the bodies of multiple 


creatures into a single, monstrous being. The exact 


pes: 12 process by which she creates these abominations is 


Hit Dice: 9 unknown, and many believe that they are fueled by 
the suffering of those whose bodies were used to 
No. of Attacks: 2 claws + special create them. They are feared throughout the land, 
and many brave warriors have fallen to their 
Damage: 1d6 claw + poison poisonous claws. 


Movement: 30' 
No. Appearing: 1-3 
Save As: Magic-user: 8 


Special Attacks and Defenses: Immune to non- 
magical weapons, can emit a cloud of poisonous gas 
once per day, can summon 1d4_ additional 
abominations as reinforcements. 


Spellcasting: None 
Morale: 8 


Weaknesses: Vulnerable to holy water, can be 
turned by a Cleric. 


Treasure Type: Q 
XP: 1,200 


Appearance: Malidrex's Abominations are grotesque 
creatures, with mismatched body parts sewn 
together in a grotesque and unnatural fashion. They 
have multiple eyes, misshapen limbs, and jagged 
teeth. Their skin is a sickly green and covered in 
boils. 


Special Abilities: These abominations are immune to 
all but the most powerful magical weapons, and their 
poisonous claws can debilitate even the bravest 
warriors. 


Preferred Method of Attack: They prefer to attack 
from a distance using their poisonous gas, and will 
only engage in melee if their target is weakened. 


Unique Traits: Each abomination created by Malidrex 
is unique and different from all others, and no two 
are ever exactly alike. 


Personality and Motivation: Malidrex's Abominations 
are mindless servants, driven only by the will of their 
creator. They exist only to destroy and spread chaos. 
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Name: Mad Sailor 

Type: Possessed Human 

Armor Class: 12 

Hit Dice: 4 

No. of Attacks: 1 melee weapon or 2 fists 
Damage: 1d6 with weapon or 1d3 per fist 
Movement: 30' 

No. Appearing: 1-3 

Save As: Fighter: 4 


Special Attacks and Defenses: Immune to charm and 
possession effects, advantage on saving throws 
against madness. 


Spellcasting: None 

Morale: 12 

Weaknesses: Vulnerable to holy water and exorcism. 
Treasure Type: P 

XP: 200 


The Mad Sailor is a terrifying monster, a once-human 
sailor who has been possessed by a malevolent 
force on the Isle of Beauty. They have a wild, crazed 
look in their eyes, and their bodies are twisted and 
gnarled from the possession. They wield whatever 
weapons they can find, whether it be a rusted dagger 
or a broken oar. They attack anyone who crosses 
their path with abandon. 


The Mad Sailor has a frenzied fighting style, using 
their weapon to slash wildly or their fists to pummel 
their opponents. They are immune to charm and 
possession effects, but vulnerable to holy water and 
exorcism. 


People say that the sailors became mad after staying 
on the Isle of Beauty for too long, and the malevolent 
force took advantage of their weakened minds. 
Some say the force is a powerful demon, while 
others believe it is a curse from the gods. 


The Mad Sailor has a chaotic, unstable personality, 
driven by the malevolent force controlling them. They 
have no sense of self, only a desire to cause 


destruction and madness. They are relentless in their 
pursuit of new victims, and will stop at nothing to 
spread their curse. 
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Name: Arcane Storm 

Type: Elemental 

Armor Class: 22 

Hit Dice: 10 

No. of Attacks: 2 lightning bolts + special 
Damage: 2d10 lightning damage 
Movement: 50' Fly 150' 

No. Appearing: 1 

Save As: Sorcerer: 9 


Special attacks and defenses: The Arcane Storm can 
summon intense winds to knock creatures prone and 
can generate a lightning storm in a 60-foot radius 
around itself. Immune to lightning damage and 
resistant to fire damage. 


Spellcasting: Can cast Control Weather once per day 
and Call Lightning three times per day. 


Morale: 12 


Weaknesses: Vulnerable to cold damage and water- 
based spells. 


Treasure Type: None 
XP: 2,500 


Appearance: A swirling mass of lightning and wind, 
the Arcane Storm is a fearsome sight to behold. Its 
center is a bright ball of energy, surrounded by bolts 
of lightning that crackle and sizzle in the air. 


Abilities: The Arcane Storm is a force of nature, able 
to summon intense winds and generate lightning 
strikes that can be devastating to those caught in its 
path. It can also control the weather, creating 
hurricanes and storms at will. 


Preferred method of attack: The Arcane Storm is not 
a sentient being, but acts on its elemental instincts to 
cause as much damage as possible. It will attack any 
creature that comes too close, using its lightning 
bolts and wind to knock creatures prone and keep 
them at bay. 


Unique traits: The Arcane Storm is not a physical 
entity, but rather a manifestation of the elements of 
wind and lightning. It is immune to most forms of 
physical harm and can only be defeated by wielding 
powerful magic. 


Personality and motivation: The Arcane Storm is not 
driven by any motive or desire, but rather acts as an 
elemental force of nature. 


Background: The Arcane Storm is said to have been 
created by a powerful sorceress who harnessed the 
power of the elements to create a weapon of mass 
destruction. However, the spell went awry and the 
Arcane Storm became a force of its own, wandering 
the seas and causing chaos wherever it goes. Some 
say that the sorceress is still searching for a way to 
contain the storm, while others believe it is a natural 
occurrence that has been present for eons. 
Regardless of its origin, the Arcane Storm remains 
one of the most dangerous creatures in the world, 
feared and respected by sailors and adventurers 
alike. 
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Name: Malidrex the Twisted Witch 

Type: Sorcerous 

Armor Class: 15 

Hit Dice: 9 

No. of Attacks: 1 Staff of Arcane Energy or 2 Claws 
Damage: 1d8 (Staff) or 1d6 (Claws) 

Movement: 30' Fly 50' 

No. Appearing: 1 

Save As: Magic User: 8 


Special Attacks and Defenses: Can cast any spell 
from the 1st to 9th level of magic with a frequency of 
once per day. Immune to non-magical weapons and 
has a 50% chance to resist any magical attacks. 


Spellcasting: Can cast any spell from the 1st to 9th 
level of magic with a frequency of once per day. 


Morale: 9 

Weaknesses: Vulnerable to holy spells and artifacts. 
Treasure Type: F 

XP: 3000 


Appearance: Malidrex is a very short, thin woman 
with ghostly white skin and long, black hair. Her eyes 
are piercing and red, giving her a_ haunting 
appearance. She wears a tattered, black robes with 
silver accents and carries a staff of arcane energy. 


Special Abilities: Malidrex is a highly — skilled 
sorceress, able to cast any spell from the 1st to 9th 
level of magic with ease. She is also immune to non- 
magical weapons and has a 50% chance to resist 
any magical attacks. 


Preferred Method of Attack: Malidrex prefers to use 
her magic to attack from a distance, unleashing 
powerful spells upon her enemies. If cornered, she 
will use her staff of arcane energy or claws to defend 
herself. 


Unique Traits: Malidrex is highly unpredictable and 
dangerous, as she is always seeking knowledge of 
Tychondrius' life-creation sorcery. 


Personality and Motivation: Malidrex is a power- 
hungry sorceress, driven by her thirst for knowledge 
and her desire to become the greatest sorceress in 
the land. 


Background Story: Malidrex was once a promising 
student of magic, but she became obsessed with the 
life-creation sorcery of Tychondrius. She began to 
delve into forbidden knowledge, twisting and 
corrupting her magic along the way. Now, she roams 
the land in search of any information that might lead 
her to unlocking the secrets of Tychondrius' sorcery. 
Many fear her, as she is known to be dangerous and 
unpredictable, and some believe she may be a force 
for evil in the world. 
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New magic Items 


Name: The Succubus’ Mirror 
Type: Magic Mirror 


Description: The Succubus’ Mirror is a_ small, 
ornately crafted hand mirror made of silver. The 
handle is adorned with rubies, and the back is 
engraved with an image of a succubus. The glass is 
smooth and clear, but has a strange, almost hypnotic 
quality to it. When held up to the face, the reflection 
will shimmer and change, eventually revealing a view 
of another plane of existence. 


Properties: The mirror has the ability to allow the 
user to see and communicate with beings from other 
planes. The user is able to understand and be 
understood by these beings, regardless of the 
language they speak. 


Requirements: The user must have a strong will and 
a curious nature, as the beings from other planes 
can be dangerous and manipulative. 


Powers: The Succubus' Mirror allows the user to see 
and communicate with creatures and people from 
other planes, which can be useful for gathering 
information or negotiating with otherworldly entities. 


Limits: The mirror has a limited number of uses per 
day, determined by the user's will and strength. If the 
user is not careful, the beings from other planes can 
manipulate or possess them. 


Flavor: It is said that the Succubus' Mirror was 
crafted by a powerful succubus who sought to 
communicate with the material plane. She imbued 
the mirror with her own magic, making it a tool for 
bridging the gap between worlds. However, it is 
rumored that she left a piece of her own soul in the 
mirror, giving her a window into the material plane 
and making the mirror a dangerous tool for those 
who do not heed its limitations. 


Name: Siren's Sash 
Type: Belt 


Description: The Siren's Sash is a beautifully crafted 
belt made of shimmering iridescent scales and 
adorned with glittering gems. The buckle is shaped 
like a mermaid's tail, and it seems to pulse with an 
inner light whenever the wearer is near water. 


Properties: The Siren's Sash grants the ability to 
transform into a mermaid or merman, allowing the 
wearer to breathe underwater and swim at incredible 
speeds. 


Requirements: The wearer must have a strong 
connection to the ocean, as the magic of the Siren's 
Sash will only work for those who are truly attuned to 
its power. 


Powers: The transformation grants increased agility, 
the ability to see in the dark and the ability to 
communicate with underwater creatures. 
Additionally, the mermaid form grants the ability to 
sing a song that can captivate and charm any 
creature that hears it. 


Limits: The transformation lasts for a maximum of 
30 minutes, after which the wearer must wait for a 
full day before using it again. Additionally, the 
transformation cannot be used more than three times 
in a week. 


Flavor: The Siren's Sash is said to have been 
crafted by the powerful sea witches of an ancient 
underwater kingdom, who imbued it with their own 
magic to aid those who seek to explore the mysteries 
of the deep. The item is highly sought after by 
underwater adventurers, who believe that the power 
of the mermaids is the key to unlocking the secrets of 
the ocean. 
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Name: The Nymph's Tear 
Type: Necklace 


Description: The Nymph's Tear is a beautiful and 
delicate necklace, made of silver chain and a single 
large teardrop-shaped gem. The gem is said to be 
the actual tear of a Nymph, and is filled with a 
shimmering, iridescent light. When worn, the 
necklace glows softly, illuminating the wearer's face 
and casting a warm, comforting light around them. 


Properties: The Nymph's Tear grants the wearer 
immortality and the ability to heal wounds. The gem 
is said to contain the power of life and growth, and by 
channeling this power, the wearer can heal their own 
wounds and the wounds of others. 


Requirements: In order to use the Nymph's Tear, 
the wearer must be at least level 10. Additionally, the 
wearer must be of a Good alignment, as the Nymphs 
are benevolent beings who only wish to aid those 
who are pure of heart. 


Powers: The Nymph's Tear grants the wearer 
immortality, meaning that they will never age and 
cannot be killed by natural causes. They will always 
be youthful and vibrant. Additionally, the wearer can 
heal wounds by focusing their energy into the gem. 
This will cause the gem to emit a warm, golden light, 
which will then flow into the wound and heal it 
instantly. 


Limits: While the Nymph's Tear is a powerful and 
wondrous item, it also comes with a price. The 
Nymph who shed the tear is said to have bound her 
power within the gem, and as a result, the wearer of 
the Nymph's Tear will be susceptible to her control. 
The Nymph can use her power to guide the actions 
of the wearer, influencing their thoughts and desires. 
This can be dangerous for those who are not strong 
of will, as they may find themselves doing things they 
would not normally do. 


Flavor: The Nymph's Tear is a rare and precious 
item, coveted by those who seek eternal life and the 
power to heal. It is said that the Nymph who shed the 
tear did so out of love for a mortal, and that her tears 
will continue to flow until the end of time. The gem is 
said to have been passed down from generation to 
generation, with each new wearer taking on the 
power and the responsibility of the Nymph. Those 
who possess the Nymph's Tear are said to be the 
guardians of life, and are revered and respected 
wherever they go. 


Name: The Mermaid's Pearl 
Type: Amulet 


Description: The Mermaid's Pearl is a magnificent 
and radiant pearl that is as large as a human fist, it 
emits a soft, blue glow. The pearl is surrounded by 
delicate silver chains that are intricately woven with 
oceanic symbols and sea-inspired motifs. 


Properties: The Mermaid's Pearl grants the wearer 
the ability to breathe underwater and communicate 
with sea creatures. The pearl also provides the 
wearer with a slight resistance to water-based 
damage. 


Requirements: The Mermaid's Pearl can only be 
worn by characters who are of good alignment. The 
wearer must also be able to swim. 


Powers: When worn, the Mermaid's Pearl allows the 
wearer to breathe underwater, communicate with sea 
creatures, and summon a mermaid to defend the 
wearer if they are ever in danger while at sea. The 
summoned mermaid will remain for a duration of 1 
hour and will only defend the wearer if they are in 
immediate danger. 


Limits: The Mermaid's Pearl can only be used once 
a day and will lose its power if the wearer ever 
violates its conditions of use, such as committing an 
evil act or harming a sea creature. 


Flavor: The Mermaid's Pearl is said to have been 
created by the mermaids themselves as a gift to 
those who respect and protect the ocean. The pearl 
is believed to be imbued with the power and essence 
of the mermaids, making it a highly sought-after item 
for those who venture out to sea. 


42 


The Isle of Beauty 


New Items 


Name: The Fairies’ Dust 
Type: Powder 


Description: The Fairies' Dust is a shimmering, 
silver-colored powder that sparkles in the light. It 
comes in a small, intricately-carved wooden box with 
a picture of a fairy circle on the lid. The powder 
inside is soft to the touch and has a sweet, floral 
scent. 


Properties: The Fairies' Dust grants the wielder the 
ability to teleport short distances (up to 30 feet) and 
become invisible for up to 1 minute. 


Requirements: There are no requirements to use 
the Fairies' Dust, but the wielder must be careful not 
to inhale the powder, as it can cause unexpected 
side effects. 


Powers: When the wielder sprinkles the Fairies' Dust 
on themselves, they gain the following abilities: 


Teleportation: The wielder can teleport up to 30 feet 
as a bonus action. 


Invisibility: Tne wielder becomes invisible for up to 1 
minute. While invisible, they have advantage on 
Dexterity (Stealth) checks. 


Limits: The Fairies' Dust has 


limitations: 


the following 


Unexpected Side Effects: The Fairies' Dust is 
unpredictable, and its use can cause unexpected 
side effects. Roll 1d10 to determine the effect: 


1-2: Nothing happens. 
3-4: The wielder is blinded for 1 round. 
5-6: The wielder takes 1d6 psychic damage. 


7-8: The wielder's movement speed is halved for 1 
minute. 


9-10: The wielder is teleported to a random location 
within 30 feet. 


Limited Use: The Fairies' Dust can only be used 
once per day. 


Flavor: The Fairies' Dust is said to have been 
collected from the fairy circle by a brave adventurer 
who braved the dangers of the enchanted realm. The 
fairies are said to be playful and mischievous 
creatures, and it is rumored that the dust has been 


imbued with some of their magic. Legend says that 
whoever uses the Fairies' Dust will be granted the 
power of teleportation and invisibility, but they must 
be careful, as the fairies are known to cause 
unexpected side effects. 


Name: The Siren's Locket 
Type: Necklace 


Description: The Siren's Locket is a silver, heart- 
shaped locket adorned with intricate engravings of 
sirens and sea creatures. The locket is attached to a 
delicate silver chain. When opened, a_ small, 
intricately carved music box can be seen within, 
playing a hauntingly beautiful melody. 


Properties: The magic of the locket allows the 
wearer to captivate and persuade those around them 
with their words. 


Requirements: None. 


Powers: When the wearer speaks, their words take 
on an enchanting quality, drawing others towards 
them and making it easier to sway their opinions. 
This power can be used to negotiate deals, resolve 
conflicts, or simply gain an advantage in 
conversation. 


Limits: The charm effect of the locket only works on 
sentient beings, and will not work on animals or 
inanimate objects. Additionally, the effect will only 
work if the wearer is speaking truthfully and from the 
heart. If the wearer uses the locket for malicious 
purposes, the magic may backfire, causing the target 
to resist their words. 
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Flavor: The Siren's Locket was crafted by a powerful 
wizard who was inspired by the legend of the sirens, 
mythical creatures who lured sailors to their deaths 
with their beautiful songs. The wizard imbued the 
locket with the essence of the sirens' enchanting 
voices, hoping to give the wearer a tool to achieve 
their goals through charisma and_ persuasion. 
However, the wizard warned that the locket should 
be used wisely, as the power of the sirens is not to 
be trifled with. 


Name: The Fairy Queen's Crown 
Type: Crown 


Description: The Fairy Queen's Crown is a delicate, 
shimmering piece of jewelry that is said to have been 
crafted by the fairies themselves as a gift to their 
beloved queen. The crown is made of delicate gold 
filigree and is set with hundreds of tiny diamonds and 
emeralds that twinkle like the stars. It has a subtle, 
ethereal glow that illuminates the face of the wearer, 
and the air around them seems to dance and sparkle 
with fairy dust. 


Properties: The Fairy Queen's Crown imbues the 
wearer with the power to command and control 
fairies, granting them the ability to summon and 
dismiss these magical creatures at will. 


Requirements: To use the Fairy Queen's Crown, the 
wearer must have a pure heart and be of noble 
intention, as the fairies will not respond to those who 
would use their powers for evil. 


Powers: The Fairy Queen's Crown allows the wearer 
to control the movements and actions of fairies, 
granting them the power to use the fairies as spies, 


messengers, or even soldiers. Additionally, the 
crown imbues the wearer with a heightened sense of 
awareness, allowing them to perceive things that are 
normally hidden from sight and giving them a greater 
understanding of the natural world. 


Limits: The Fairy Queen's Crown can only be used 
by one person at a time and its powers can only be 
activated when the wearer is in a place of natural 
beauty, such as a forest, garden, or meadow. 
Additionally, the crown can only be used during the 
day, as its powers are diminished when the sun sets. 


Flavor: The Fairy Queen's Crown is said to have 
been crafted by the fairies as a gift to the first queen 
who ruled their kingdom with kindness and 
compassion. Throughout the centuries, the crown 
has been passed down from queen to queen, each 
one using its powers to protect the fairy kingdom and 
maintain peace and harmony within the realm. 
Legend has it that whoever wears the crown will 
always have the love and loyalty of the fairies, no 
matter where their journey may take them. 


Name: Tychondrius' Arcane Compass 
Type: Artifact 


Description: Tychondrius' Arcane Compass is a 
small, hand-sized device, consisting of a gleaming 
golden disk encased in a sleek black metal frame. 
The disk is inscribed with mystical runes, while the 
black metal casing is adorned with intricate, swirling 
designs that seem to change and shift depending on 
the angle from which the compass is viewed. The 
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compass is attached to a thick, leather-bound chain, 
allowing the user to wear it around their neck for 
ease of access. 


Properties: Tychondrius' Arcane Compass is a 
powerful artifact that allows the user to safely 
navigate the treacherous arcane storms surrounding 
the Isle of Beauty. The compass' magical properties 
allow the user to always find their way, even in the 
most treacherous of conditions, ensuring that they 
will always reach their destination safely. 


Requirements: To use_ Tychondrius' Arcane 
Compass, the user must have an understanding of 
magic, as well as a strong will and determination. 
Only those who are determined to reach their 
destination will be able to unlock the full potential of 
the artifact. 


Powers: Tychondrius' Arcane Compass has the 
ability to emit a soft, guiding light, which illuminates 
the way for the user, even in the darkest of storms. 
The compass also has the ability to sense the 
presence of other magical artifacts, allowing the user 
to track down valuable treasures and items. 


Limits: Tychondrius' Arcane Compass is a powerful 
artifact, but it is not without its limitations. The 
compass can only be used within the boundaries of 
the Isle of Beauty, and it requires a_ significant 
amount of energy to function properly. If the user is 
not careful, they may find themselves lost in the 
arcane storms, with the compass unable to guide 
them to safety. 


Flavor: Tychondrius' Arcane Compass was created 
by the mermaid queen Tychondrius, who ruled over 
the Isle of Beauty many centuries ago. The compass 
was Crafted to help travelers navigate the dangerous 
arcane storms that surrounded her kingdom, and it 
has been passed down from generation to 
generation of mermaid rulers. Tychondrius is said to 
possess many other powerful magical artifacts, and it 
is rumored that she will part with the Arcane 
Compass if adventurers can prove themselves 
worthy by completing a series of challenges and 
trials. 


Name: The Witch's Cane 
Type: Magic Staff 


Description: The Witch's Cane is a twisted and 
gnarled staff made of blackened wood that was once 
wielded by the powerful sorceress, Malidrex. The 
staff is adorned with intricate carvings of twisted 
vines and strange symbols that seem to glow with a 
dark aura. The top of the staff is capped with a large 
crystal that crackles with dark energy. 


Properties: The Witch's Cane holds the power of 
life-creation sorcery, but it comes at a terrible cost. It 
grants the user the ability to manipulate the essence 
of life itself, creating new creatures and animating 
the dead. However, the cane also corrupts the soul 
of the user, slowly drawing them into darkness and 
increasing their malevolent tendencies. 


Requirements: To wield The Witch's Cane, one 
must have a minimum character level of 10 and be of 
chaotic alignment. The staff will reject any other 
alignments. 


Powers: The user of The Witch's Cane gains the 
following abilities: 


Animate Dead: The user can animate up to 2d6 
undead creatures within a 50-ft radius to fight for 
them for 1 hour. 


Create Life: The user can create a single creature of 
CR 1-4 that will obey their every command for 1 
hour. 


Drain Life: The user can drain the life force of a 
single target within a 30-ft range, dealing 2d8 
Necrotic damage and gaining temporary hit points 
equal to the damage dealt. 


Summon Familiar: The user can summon a CR 1-2 
familiar to serve them for 1 hour. 
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Limits: The Witch's Cane can be used a maximum 
of 3 times per day and has a cooldown period of 24 
hours between uses. The cane also corrupts the soul 
of the user, slowly drawing them into darkness and 
increasing their malevolent tendencies. 


Flavor: The Witch's Cane was once wielded by the 
powerful sorceress, Malidrex, who was said to have 
the power to create and control life itself. The cane 
was passed down through generations of witches 
and was rumored to have been used in countless 
dark rituals. It is said that the staff whispers dark 
whispers to its wielder, tempting them with the power 
to control life and death itself. But the price of using 
the cane is steep, and those who use it are said to 
eventually become consumed by darkness and 
become tyrants of their own making. 


Name: The Siren's Lute 
Type: Musical Instrument 


Description: The Siren's Lute is a masterfully crafted 
stringed instrument, fashioned from the rarest and 
most exotic woods found in the sea. The body of the 
lute is carved in the shape of a mermaid and is 
adorned with intricate etchings and gleaming pearls. 
The strings are made of a special sea-silver alloy 
that produces a haunting melody when plucked. The 
lute is believed to have been created by the Sirens 
themselves and passed down through generations of 
the mermaids. 


Properties: The lute possesses the power to 
entrance and control those who hear its song. The 
lute's enchantments are said to be so potent that it 
can even charm sea creatures and bend them to the 
will of the player. 


Requirements: To use the lute, one must have a 
musical background and possess a high level of 
musical skill. The player must also possess a pure 
heart, as the lute will only respond to those with good 
intentions. 


Powers: When played, the lute's enchanting melody 
can entrance creatures and cause them to follow the 
player's commands. The player can also use the lute 
to cast spells, such as summoning creatures or 
controlling the elements. 


Limits: The lute's powers can only be used once per 
day, and its effects last for a maximum of 24 hours. 
In addition, the lute's powers are not effective against 
creatures with an evil nature or creatures immune to 
charm. 


Flavor: It is said that the Sirens created the lute as a 
way to control the creatures of the sea and prevent 
them from harming the mermaids. The lute has been 
passed down through generations of mermaids, who 
have used it to keep the sea creatures in check and 
maintain balance in the underwater world. However, 
it is also rumored that the lute has fallen into the 
hands of evil sea witches, who use it to control sea 
creatures for their own sinister purposes. 


Name: Kraken's Eye Gemstone 
Type: Artifact 


Description: The Kraken's Eye is a large, radiant 
gemstone, roughly the size of a fist, with an 
iridescent glow that shifts and shimmers with every 
movement. The gemstone is a deep ocean blue, with 
veins of silver running through it, giving it the 
appearance of the eye of a kraken. It is said to be the 
source of the kraken's power, and whoever 
possesses it holds the power to control the mighty 
sea monster. 


Properties: The Kraken's Eye is a highly sought 
after artifact, and its properties are said to be 
limitless. It has the ability to grant its wielder control 
over the kraken, allowing them to command its 
movements and actions. Additionally, it grants the 
wielder the power to call forth the kraken to do their 
bidding, as well as the ability to control the tides and 
currents of the sea. 
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Requirements: The Kraken's Eye can only be 
wielded by someone who has proven themselves to 
be a true master of the sea, and who has the 
strength and courage to face the kraken in battle. It is 
said that only a true sea-faring hero can hope to 
control the power of the Kraken's Eye. 


Powers: The Kraken's Eye grants the wielder the 
following abilities: 


Control over the kraken (CR 20) 

Ability to summon the kraken at will 

Control over the tides and currents of the sea 
Immunity to fear and charm effects while at sea 


Limits: The Kraken's Eye can only be used once per 
day, and there is a cooldown period of 24 hours 
before it can be used again. Additionally, the 
Kraken's Eye can only be wielded by someone who 
is a true master of the sea, and who has the strength 
and courage to face the kraken in battle. 


Flavor: The Kraken's Eye is said to have been 
created by the mermaids of the sea, who crafted it as 
a gift for a great sea-faring hero. The mermaids 
guarded the Kraken's Eye jealously, and it was said 


47 


that whoever possessed it would have the power to 
control the mighty kraken and the seas themselves. 
However, over time, the Kraken's Eye was lost, and it 
has been sought after by sea-faring heroes and 
adventurers ever since. Legend says that whoever 
possesses the Kraken's Eye will become a true 
master of the sea, and that their power will be 
unmatched by any other sailor. 
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The Isle of Beauty 


Encountering Midi The Succubus 


The Island of Xeirzo'Midizex (she prefers to be called 
Midi) is what Midi calls the Isle of Beauty. She is the 
most twisted and clever of the succubi on the island. 
Midi thinks she conquered this island herself and has 
established her colony of loyal followers here. 
Everyone here loves Midi, she makes VERY sure of 
that. Midi has captured the party and she wants 
them to stay on her island as loyal slaves forever. 
But failing that she wants to tempt them into working 
for her as to gain power throughout the multiverse. 
Midi does not like to resort to violence (she has 
followers who really like that, and she wouldn't want 
to deny them!) but she will not hesitate to kill anyone 
who seems like they are not having fun on her island. 
Midi has a soul bottle where she keeps all of the 
unruly souls of adventurers who weren't having fun 
with her. She also has a rather stylish Amulet of the 
Planes, her most prized possession which she wears 
around her neck. This is one way to leave the island. 
Midi knows this and she loves to exploit this fact by 
tempting people with her amulet. Many people have 
tried to snatch it off her neck, so 50% of time the 
amulet around her neck is a fake (the real amulet is 
in her jewel box). Midi should have new motivations 
every time you run this scenario, there is a chart to 
help you when doing this. 


The true nature of the island should be hidden from 
the players for as long as possible. When Midi first 
encounters the players she will assume a random 
disguise. She will be friendly and appear to be 
"helpful". She will try to join the players and attempt 
to charm one of the party and lure them away to 
drain a level. Once she is successful she will use 
Dimension Door to escape and plan another trap. If 
the players see through her ruse she will use 
Dimension Door to escape immediately. Midi does 
not have many Hit Points, she is not built for a 
pitched battle 


There is a 10% chance that any particular disguise 
encountered by the players is a genuine NPC. The 
Game Master should feel free to increase this 
percentage if the players get into the habit of 
attacking Midi immediately. If Midi is forced into 
combat she will use Dimension Door to teleport her 
opponents 400 feet into the air. If a character 
teleported this way is not able to fly they will fall to 
the ground and take 20d6 falling damage. When 
ambushing the players for combat Midi should bring 
allies rolled on the random encounter table. 


Midis Motivations Roll 2d20 


2 Midi is motivated by pure sadism. She enjoys 
torment and wants nothing more than to inflict it on 
the PCs. 


3 Midi is addicted to an infernal drug and she needs 
something from the PCs in order to obtain it 


4 Midi loves fire, she thinks it is beautiful. She 
creates any possible scenario to see things burn. 
Both physically and emotionally. 


5 Another succubus has found out Midis dark secret 
and is using it to blackmail her. Midi needs the PCs 
help against her rival. 


6 Midi has gone insane and she believes her island 
is a genuine paradise. She doesn't want anyone to 
leave because she thinks she is saving their souls. 


7 Midi is participating in an evil ritual to free the Dark 
Lord of Ultimate Oblivion. She needs something 
from the PCs in order to complete the ritual 


8 Midi genuinely wants to escape from the abyss and 
stop being a demon. She hopes the PCs will help 
her to escape from her obligations here, so she can 
be free. 


9 Midi has recently gained the form of a Succubus. 
She was originally a minor soldier in the infernal 
armies. She will do anything to make sure her first 
demonic assignment goes well, so she does not 
have to return to the front lines of the Demon Wars. 


10 Midi is a princess in the court of infernal royalty. 
She has done something shameful and the banished 
her here to live on this island until she can redeem 
herself in their wicked eyes. 
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11 Midi is a corrupted love angel. She hates the 
gods and wants nothing more than to convince the 
PCs that they are charlatans 


12 The entire island is a front for an interdimentional 
smuggling ring. Midi wants the PCs to join her in 
bringing abyssal products to their home plane. 


13 Midi is hiding on this island from the Clockwork 
Courts. She has an extremely large fine to pay and 
she will do anything to get money out of the PCs. 


14 Midi purchased this island from a slick infernal 
salesman who sold it as a tropical paradise. It was 
full of horrific monsters instead! She desperately 
wants it to be the paradise she was promised. Midi 
hopes the PCs will help her to fix the island and kill 
the monsters. 


15 Midi was once a celestial tour guide and this 
island was part of the high heavens. She sold out 
the people of the island for her powers. The island 
was pulled into the abyss! She now pretends to 
regret her decision 


16 Midi has a compulsion to collect admirers. She 
often uses magic to preserve them, simply so that no 
one who admirers her will ever die. 


17 The 17th level paladin Sir Justice has vowed to 
hunt down Midi and slay her for what she did to him. 
Midi is now hiding on this island, and she hopes the 
PCs can save her from the Paladin. 


18 Midi knows the dark secret of the Infernal King of 
the Abyss. She hopes to be able to blackmail him, 
but she needs powerful bodyguards first. 


19 Midi has murdered her sister and is being hunted 
by the Infernal Legions. She pretends to be good 
and reformed to entice the PCs to help her escape 
the abyss. 


20 Midi was once a powerful sorceress, but her 
powers were stripped from her as punishment for 
practicing forbidden magic. She now seeks to regain 
her powers and will use the PCs to do so. 


21 Midi is searching for a powerful artifact that is 
hidden on the island. She believes that whoever 
possesses the artifact will become the most powerful 
being in the abyss. 


22 Midi is tasked with corrupting the purest soul on 
the island. She sees the PCs as potential candidates 
and will stop at nothing to complete her mission. 


23 Midi was once in love with a mortal, but they 
rejected her due to her demonic nature. She now 
seeks to take revenge on all mortals and will use the 
PCs to do so. 


|| ° <a> 


24 Midi is being controlled by a powerful demon lord 
who is using her as a pawn in their schemes. She 
hopes to break free from their control with the help of 
the PCs. 
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25 Midi is searching for her missing child and 
believes that the PCs may have information about 
their whereabouts. 


26 Midi is searching for a powerful artifact that was 
hidden on the island, she believes it will grant her 
immense power and control over the abyss. 


27 Midi was once a powerful sorceress, but her 
magic has become unstable and she is now unable 
to control it. She needs the PCs help to regain 
control of her powers. 


28 Midi is on a mission from the demon lords to 
corrupt the souls of the island's inhabitants, but she 
has grown to like them and is now torn between her 
loyalty to the demon lords and her desire to protect 
the people of the island. 


29 Midi is part of an underground resistance 
movement against the demon lords and she needs 
the PCs help to overthrow them and bring freedom to 
the abyss. 


30 Midi has been tasked with capturing a powerful 
rogue demon and she needs the PCs help to track it 
down and bring it back to the abyss. 


31 Midi was once a member of the Celestial Choir 
but fell from grace and became a succubus. She now 
hopes to redeem herself and regain her place among 
the celestial host. 


32 Midi is a former priestess of the goddess of love 
who turned to demon worship and was cast out. She 
now wants to spread chaos and destruction in the 
name of her dark lord. 


33 Midi is part of a secret society of demons who are 
plotting to overthrow the current rulers of the abyss. 
She hopes to use the PCs to help further her cause. 


34 Midi is searching for an ancient artifact that will 
allow her to increase her power and rule over the 
entire abyss. 


35 Midi was wrongfully accused of a crime and is 
now being hunted by the infernal authorities. She 
seeks the help of the PCs to clear her name and 
escape justice. 


36 Midi is seeking revenge against a powerful demon 
who wronged her in the past and she believes the 
PCs can help her achieve it. 


37 Midi is a former mortal who made a deal with a 
demon for power and was transformed into a 
succubus. She now regrets her decision and is 
seeking a way to return to her human form. 


38 Midi is on a quest to find the powerful and 
legendary Sword of Dark Souls. She believes that 
the sword will grant her immense power and she will 
do anything to get her hands on it, even if it means 
making a deal with the PCs. 


39 Midi is searching for a powerful magical artifact 
that will help her break free from the bonds of the 
abyss and start a new life. She needs the help of the 
PCs to find it. 


40 Midi is the last surviving member of her demonic 
bloodline and is determined to continue her family's 
legacy of terror. She hopes to use the PCs as pawns 
in her evil schemes. 
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The 101 Face of Midi 
Roll 1d101 


Midi can take on an infinite variety of form, but these 
are just a few of her favorites. She love these forms 
to dupe adventurers! 


1 Sizouze The Angel - Tells the PCs they are in 
paradise 


2 Moonbeam Dimplebud - Trapped fairy, needs the 
PCs to help her! 


3 Professor Talibah Baz - Doing research on the 
fantastic creatures of this island, and needs some 
research assistants! 


4 Pepper Minstix - An elf lost on this island. She 
needs help to get back to her workshop! 


5 Lithephine - Bee princess. This island is a new 
acquisition for the bee empire and Lithephine thinks 
the PCs could help her tame it. 


6 Gummath the Gargoyle - Looking for his sister 
Hikru who has gone missing somewhere on this 
island. Oh dear! 


7 Newt Dimpleflip - A man of pleasure and 
relaxation. He is looking for someone to join him in 
his secret party area. 


8 Karma Islanddew - The Spirit of the Island Forest. 
Karma is an environmentalist at heart and wants help 
restoring the trees that have been destroyed. 


9 Genevieve Honeyfog - A River Fairy who wants the 
PCs to enjoy her fantastic and cool rivers. Come in 
for a swim! 


10 Constance Mumford - Princess of the Fairy Court. 
She is trapped in an amber shell (she is easily freed, 
it's an illusion). She will insist on thanking the party 
for saving her. 


11 October Rathmore - Witch of high adventure. 
She has come to this island to kill monsters and steal 
their treasures. You can join her, if you can keep 
up.... 


12 Yashiko - A sentient fox that is playful and 
inquisitive. She will attempt to play typical dog 
games with the PCs. 


13 Zririmi - Escaped Psi-Squid from the Far Beyond. 
Her people are really gross so she came here. 
Could you help her get used to this world? 


14 Cubzignol - A zombie animated by an evil wizard. 
At least she thinks that's how she was made? She's 
really unsure and wishes someone would help her 
recover her memories.... 


15 The Soothing Mute - A strange forest hermit who 
never speaks. She seems to have martial arts 
training. She acts as if you are the first people she 
has ever seen. 


16 Sapphire Sprout - A nature nymph who is tending 
to the flowers on the island and wants to share their 
beauty with the PCs. 


17 Shadowfox Nightwhisper - A shapeshifting fox 
who loves to play tricks on travelers. She will offer to 
guide the PCs through the forest, but with a 
mischievous twist. 
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18 Thorn Applebloom - A dryad who is seeking help 
to protect her tree from an evil sorcerer who wants to 
use its power for his own evil purposes. 


19 Luminous Larkspur - A mermaid who is searching 
for her lost trident. She will ask the PCs to help her 
search the depths of the island's seas. 


20 Zephyr Windrider - An air spirit who is searching 
for a lost feather from her wings. She will ask the 
PCs to help her search the skies above the island. 


21 Nectar Nectarbee - A bee queen who has come 
to the island to gather nectar and pollen. She will ask 
the PCs to help her collect from the rarest flowers. 


22 Golden Sunflower - A flower fairy who is 
spreading joy and happiness wherever she goes. 
She will ask the PCs to join her in spreading joy to 
everyone on the island. 


23 Misty Moonbeam - A ghost who is searching for 
her lost love. She will ask the PCs to help her find 
him and bring them back together. 


24 Raven Crowcall - A shapeshifting raven who is 
seeking adventure and treasure. She will offer to join 
the PCs on their quest and share her knowledge of 
the island's secrets. 


25 Aurora Starfall - A star spirit who has come to the 
island to shine her light and bring hope to all those 
who see her. She will offer to guide the PCs on their 
journey. 


26 Zephyr Springfoot - A mischievous wind spirit who 
loves to play pranks on the inhabitants of the island. 
He may ask the PCs to join in on the fun. 


27 Lady Thistlebrush - A dryad who is searching for 
her lost family tree. She is gentle and nurturing, and 
may ask the PCs to help her search. 


28 Aurelia Luminesce - A firefly who has been 
separated from her swarm. She will follow the PCs, 
hoping they can lead her back to her family. 
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29 Sir Reginald Dinglehopper - A bumbling knight 
who has lost his way. He may ask the PCs for 
directions, or for assistance in completing a quest. 


30 The Enigmatic Sage - A mysterious figure who 
lives deep in the forest. He is rumored to have 
knowledge of ancient secrets, and may offer the PCs 
a riddle in exchange for information. 


31 Luminara Starlight - An elven bard who has been 
stranded on the island. She may offer to entertain the 
PCs in exchange for their help. 


32 The Crimson Witch - A powerful sorceress who is 
feared by the inhabitants of the island. She may offer 
to teach the PCs magic in exchange for their loyalty. 


33 Ivy Roots - A woodland nymph who is rumored to 
have healing powers. She may offer to help the PCs 
if they are injured. 


34 Shadowclaw - A rogue assassin who is hiding 
from the authorities. She may offer the PCs a deal to 
help her complete a mission. 


35 The Glowing Seer - An oracle who has foreseen a 
great destiny for the PCs. She may offer them cryptic 
hints and guidance as they embark on their quest. 


36 Rilvazia the Mermaid - A mermaid who has been 
separated from her pod. She's seeking the PCs help 
to find her way back home. 


37 Gleam the Pixie - A mischievous pixie who is 
always up to no good. She'll try to trick the PCs into 
doing her bidding. 


38 Kailani the Dryad - A guardian of the forest who 
has been injured. She's seeking the PCs help to heal 
her so she can continue her duties. 


39 Lunara the Unicorn - A majestic unicorn who has 
lost her horn. She needs the PCs help to find it 
before it's too late. 


40 Aurelia the Fairy Queen - The leader of the fairy 
court. She's on a diplomatic mission to the island and 
could use the PCs assistance. 


41 Iris the Griffin - A proud griffin who has been 
separated from her mate. She's seeking the PCs 
help to find him. 


42 Hazel the Satyr - A playful satyr who loves to 
party. She's seeking the PCs help to find the perfect 
location for a wild bash. 


43 Mystique the Changeling - A_ shapeshifting 
creature who can take on any form. She's seeking 
the PCs help to find her true identity. 


MN 

44 Celeste the Celestial - A celestial being who has 
been sent to the island on a mission. She'll need the 
PCs help to complete it. 
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45 Mara the Demoness - A demonic creature who 
has been sent to the island to cause trouble. She'll 
try to tempt the PCs into joining her. 


46 Nimble the Harpy - A cunning harpy who loves to 
steal. She'll try to use her wits to con the PCs out of 
their belongings. 


47 Aurora Moonchaser - A wandering bard seeking 
inspiration and adventure, she is always happy to 
join forces with the PCs. 


48 Luminara Starweaver - A star fairy who has lost 
her way, she seeks the help of the PCs to find her 
way back home. 


49 Nebula Stormchaser - An elemental being from 
the sky, she needs the PCs help to find her way back 
to her home in the clouds. 


50 Celestia Skyborn - An ascended angel who has 
fallen to the earth, she seeks the help of the PCs to 
regain her powers. 


51 Olivia Moonflower - A shapeshifter from the 
moon, she seeks the help of the PCs to find her way 
back to her home. 


52 Rylai Snowdancer - An ice fairy who is searching 
for her frozen heart, she seeks the help of the PCs to 
find it. 


53 Kaela Sunbloom - A fire fairy who has been 
separated from her tribe, she seeks the help of the 
PCs to find her way back to her people. 


54 Raven Nightshade - A mysterious rogue who is 
always up for a good time, she is always happy to 
join the PCs on their adventures. 


55 Melody Raincaller - A water nymph who is 
searching for the source of a strange melody, she 
seeks the help of the PCs to find it. 


56 Fae Magus - A powerful wizard who is lost on the 
island. She wants to return home, and is willing to 
pay the PCs handsomely if they help. 


57 Kadira Thistlewind - A dryad who is searching for 
her lost grove. She is full of secrets and will not 
reveal them easily. 


58 Holly The Hedgehog - A mischievous, quick- 
witted creature that loves to play pranks. She will try 
to trick the PCs at every turn. 


59 Luminara Starweaver - A star fairy who has fallen 
from the sky. She is searching for a way back to the 
stars and needs the PCs' help. 


60 Sister Nightingale - A nun who has been sent to 
the island to perform holy rites. 


61 Luminara - A magical lantern spirit who is 
searching for her missing light. She needs the PCs 
help to find it and restore the brightness of the island. 


62 Flicker - A mischievous sprite who loves to play 
pranks on unsuspecting travelers. 


63 Glimmer - A mermaid who sings enchanting 
songs that lure sailors to their doom. 


64 Twinkle - A lost fairy who needs help finding her 
way back to the fairy court. 


65 Pristine - An elven healer who is traveling the 
island to offer her services to those in need. 


66 Celeste - A celestial being who has come to the 
island to complete a divine mission. 


67 Radiant - A sunflower dryad who radiates light 
and happiness wherever she goes. 


68 Violet - A woodland nymph who guards the 
secrets of the forest. 


69 Glimpse - A shape-shifting creature who can take 
on any form she desires. 


70 Eldrida - A sorceress who has come to the island 
to study ancient magic. 
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71 Eclipse - A moon-beast who prowls the island 
under the cover of night. 


72 Luminella - A firefly who has lost her way and is 
searching for her swarm. 


73 Frostine - An Ice Queen who wants to conquer 
the island and make it her new kingdom. 


74 Mimicula - A shapeshifter who takes on the form 
of anyone she sees, but always with a twist. 


75 Nimbus - A cloud who has come down to earth for 
a change of pace. 


76 Glitzy Glimmer - A dazzling glitter fairy wno wants 
to spread joy and light throughout the island. 


77 Thorn - A mischievous pixie who likes to play 
pranks on adventurers. 


78 Harlequin - A jester who brings laughter and 
entertainment wherever she goes. 


79 Hazel - A talking plant who wants to grow a 
garden on the island. 


80 Aurorae - A northern lights spirit who is looking for 
a place to dance and shine. 


81 Elysia - A water nymph who loves to swim and 
play in the ocean. 


82 Crimson Blaze - A fierce dragon who is searching 
for treasure and adventure. 


83 Hazelberry Sprout - A nature spirit who is looking 
to grow a magnificent garden on the island and 
needs help. 


84 The Tempest - An elemental spirit of the wind, 
who is seeking powerful allies to help her control the 
storms that rage on the island. 


85 Lunaris Nightingale - A celestial bard who has 
come to the island to spread hope and joy through 
her music. 
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86 Glacier Stonefist - A golem created by an ancient 
civilization, who is on a quest to uncover the truth 
about its creators. 


87 Shadow Stalker - A mysterious assassin who is 
hunting down a powerful evil that has taken hold on 
the island. 


88 The Firestarter - A pyromancer who is looking to 
ignite the passion of adventure in the hearts of 
travelers. 


89 Sir Archibald - A noble knight who has come to 
the island in search of the lost treasure of the King's 
Court. 


90 Mystical Moonstone - A powerful seer who is 
seeking a rare crystal that is said to grant immense 
power. 


91 The Quiet Observer - A stealthy scout who is 
gathering information about the dangers that lurk on 
the island. 


92 Frosty Winterclaw - An arctic hunter who is 
looking for a lost tribe of her kin that are said to live 
on the island. 


93 Adalynn Chiffon - A lost mermaid searching for 
her way back to the ocean. She needs the PCs to 
guide her to the nearest coast. 


94 Rune the Rascal - A mischievous hobgoblin 
seeking adventure. He'll offer to trade information or 
join the PCs on their quest for treasure. 


95 Lady Azura - A mysterious sorceress with a 
hidden agenda. She may offer to help the PCs with 
their quest, but at what cost? 


96 Sir Reginald Longtooth - A bumbling knight on a 
quest for glory. He's eager to join the PCs in battle 
and prove his worth. 
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97 The Silent Observer - A hooded figure who 99 Shadow the Shadowcat - A mischievous cat-like 
watches from the shadows. They seem to know _ creature who enjoys playing pranks on the PCs. 
more about the PCs than they should, and may offer 

cryptic advice. 
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98 Alcina the Enchanter - A charming sorceress who She steal their items and lead them on a wild goose 
lures travelers into her lair with the promise of wealth chase. 


and power. 
100 Misty the Mimic - A shapeshifter who can take 
on the form of anyone or anything. She'll use this 
ability to gain the PCs trust, then turn on them when 
they least expect it. 


101 Luna the Lunar Priestess - A holy woman who 
channels the power of the moon. She'll offer to heal 
the PCs, but only if they complete a sacred task for 
her first. 
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